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Tecmo 
R&D, the 
research arm 
of a leading 
game maker, recent- 
ly discovered cyber 
creatures imbedded in all 
CDs. Tecmo was analyzing 
CD technology when they ais- 
covered coding imbedded in the 
inactive segment of a CD. 
Subsequent investigation revealed 
the ‘genetic’ coding to be com- 
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Tecmo has designed a virtual 


environment to facilitate further 

testing of the cyber creatures. 
The environment, dubbed 
“Monster Rancher” can only be 
erected within the PlayStation™ 
console. The controversial software 
allows users to release the creatures into a 
controlled environment for testing. Monster 
Rancher is currently undergoing federal safety testin: 
and is slated for over-the-counter sale in November. 


Fel Accident tie ee Mere dee wb CeCe id 
Magazine CD-ROMs Implica 


Ex-programmer Max Sydeye is charging Tecmo with mental anguish resulting from prolonge 
contact with the company’s virtual environment software, ‘Monster Rancher.’ 





“I'm just a simple game programmer. Breeding monsters wasn't in my job description,” 
claims Sydeye. “Monster Rancher releases incredibly unstable substances and s ould not 
e made public.” , 


Tecmo legal counsel, Pat Prevarice, points to Imagine Publishing as the responsible party. _ 
"Sydeye admits that he was unharmed until he attempted to spawn creatures with the 
December Ultra Game Players and Next Generation Magazine CD-ROMs. Tecmo merely 
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brought this bizarre conspiracy to light. | 
SY ADULTS : 

Monster Rancher™ ©1997 Tecmo Ltd. TECMO® is a registered trademark of Tecmo, Inc. For additional information 
on this product, call 1-800-771-3772 for game rating information. PlayStation and the PlayStation logo are 
trademarks of Sony Computer Entertainment Inc. TECMO 19260 S. Van Ness Avenue, Torrance, CA 90501. 


Be das Phone (310)787-2900 Fax (310) 787-3131. Visit Tecmo at www.tecmo.co.jp. CONTENT RATED BY 
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ver the last couple 

weeks, I've had a 
- chance to play a lot of great new 

PlayStation games like Crash 3, Kain 2, Spyro 

the Dragon, and the one that I’m looking forward 
to more than any game ever, Metal Gear 
Solid. And as | sit here reflecting on these 
great games, I've realized something fair- 
ly profound—this year, the PlayStation 
will finally achieve /egenaary status. 
Whereas you can already say that the 
PlayStation is a great success story, and 
that it has made its mark in videogame his- 
tory, in 1998 the PlayStation will become 
much more—a true turning point in the 
history of videogames. 

In my mind, the last home console to 
contribute this much to gaming was Nintendo's original 
8-bit NES. Sure, the Super NES and Genesis also 
enjoyed tremendous success, but all they really 
offered were prettier versions of the 8-bit games. The 
NES did two major things to achieve its legendary sta- 
tus: First, it transcended being “just a game machine, © 
and became a household name all over the world. Its 
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=x Very issue, we match the best 
«= jgames with today's hottest It 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag- 
azine at the highest possible level. 

~ This month we worked with Bob 
Rafei, of Naughty Dog. If you'd like 
to see more of his work, he’s got 
some excellent fantasy paintings at 
www.naughtydog.com. And hey, he 
even did the CD cover to Blues 
Traveler's Travelers and [hieves 
album—check it out! 
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Metal Gear Solid is sure to 
add to the PlayStation’s grow- 
ing list of modern classics. 
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Here’s a behind-the-scenes look at Bob’s alter- 
nate cover idea. This image featured Coco on 
a waverunner, with Crash coming out of the 
water, If was cool, but Crash was too hidden. 
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sheer success legitimized videogames and solidified 
the future of the industry. And second, the NES 
brought about an era of incredible creativity, with new 
types of games that had never been seen before. Think 
about It—almost all the genres of games that we 
play today started out on the NES. 
This year, the PlayStation will have 
achieved the same great accomplish- 
ments. It has a huge, varied library of 
games, with an impressive number of 
bona fide classics. And with the advent of 
3-D gameplay, it has introduced entirely 
new types of games. Titles like Resident 
Evil, Tomb Raider, and Wipeout will long 
be remembered as classics, and the 
PlayStation made them all possible. 
Anyways, | just wanted to share with 
you my incredible excitement about the PlayStation as 
we prepare to turn the corner towards the second halt 
of the year. It's an amazing time to be a gamer, and | for 
one am enjoying the hell out ot it! 


CHRIS SLATE, 
EDITOR-IN-CHIEF 
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So, we decided to go with Bob’s other main 
idea instead, which focused primarily on 
Crash, but also did a good job of showing off 
Coco and two other new characters. 


The final image is great because you instantly rec- 
ognize Crash, but the new characters clearly tell 
you that this is a new game. And since it’s painted, 

it doesn’t look like every other Crash rendering. 
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ae wa | Likes: All types of games Likes: sitet RPG, Racing 
ene CREDITS Hobbies: Comics, Basketball, | Hobbies: Anime, Movies, 
Movies, Animation, Music Comics, Seven-of-Nine 
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Chris Slate Editor-In-Chief 
Charles Frohman Managing Editor 
Stephen Frost Lord of the Dance — 
Noah Massey Editor, Codes & ats 
Bill Paris Japanese Correspondent _ 
Blake Fischer Editor, News 
Eugene Wang Art Director, Home Owner 
Gary Liew Graphic Designer 


Blasto Babe Pick-Up Line: = Blasto Babe Pick-Up Line: 
So, | heard that the next Blasto | Hey baby, | may not know very 
game will be on the PlayStation | much about Blasto, but | sure 
2... Hey wait, come back! / know how to score! [SLAP!] 











BILL ARIS 
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ae Flight Combat, Fighting 
Hobbies: Fong Kong Action 
Blasto Babe Pick-Up Line: 
Pick-up line??? No way, Gina 
will whoop my ass! Uhh, ya 
know, Chibis single! Hey Chibi, 
| got someone for you to meet! 
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Likes: Racing, Simulations 
Hobbies: DJ-ing, music 
Blasto Babe Pick-Up Line: 
Hey, what re you tryin’ to get 
me in trouble or something?! | 
got a wife and kid for cryin’ out 
loud, now get outta here! 


Editorial Contributors - 





Gore Saran CSI, Eilat. 










Cover Illustration 
Bob Rafei 


PSM Online 
Jason Boor and Jeff Chen 


be Advertising 


Brian Olshever \National Ad Manager : 

e-mail: bolshever@imaginemedia. com : 
Katie Cole Ad Coordinator ee 
J.C, Standish Marketing Manager 


b> Production 


Richard Lesovoy Production Director 
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Likes: Shooters, Racers, Fighters | Likes: Every kind of game! 
Hobbies: Screenwriting, Game | Hobbies: What else is there 
Design, Classic Games life besides videogames? 
Blasto Babe Pick-Up Line: Blasto Babe Pick-Up Line: 
No woman alive can say no to | Hi! My mom can drive us to 
the old “Blake Double-D's": —_| the arcade! What do you say? 
dancing and Del Taco. Ketsu ga kawaii na... 
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CHARLES =UGENE GARY LIEW 
TROHMAN LUANG Graphic Designer 
&S) Managing Editor Art Director 
What he does: 
What he does: What he does: Designs kick-ass 


ges for the worlds 


Playstation mag. Gives encourag- 
ING words of advice. 








Directs art and licks 
mice. His “longue Lash of Fury™” tech- 
nique is the best. 


9ads a lot of Copy. 
cuses. Makes a lot of 
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PO. Box 52073 ee 
Boulder, Colorado 80322-2073 — : = = 
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m= Circulation Charles’ Blasto Babe Date: Eug s Blasto Babe Date: 3 Gary's Blasto ie Date: | 
— To the moon and back, baby. After giving my wife the slip, a trip to Please—you are making me blush. | 
Kate Bailey Circulation Manager Blasto Babe Pick-Up Line: the petting zoo. Then we step out for a | 


am married, so | sae take you ona 
date. But perhaps you c oe come 
over one day for a game of Yaht 
Blasto Babe Pick-Up Line: 
VVould you like a PSM c 
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Peggy Mores Fulfillment Manager 


Eldri ian VVould you like me to proof anythinc | 
Bruce Eldridge Newsstand Director — /oula you like me to proor anything 


some moon pies and cream soda. 
Thea Selby Newsstand Manager for VOU ? | Cal) $ bone well, Blasto Babe Pick-Up Line: 


Terry Lawson Newsstand Analyst And let's not even get into grammar— | I'm Nappily married, Do you find that 
Gen Tanabe Online Subscription Manager not on the first date. that oy | attractive? 
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PSM: 100% Independent PlayStation Mag azine is 
monthly by Imagine Media, 150 North Hill nee Bae 
CA 94005, USA. Application to mail 2nd class pending 4 

Brisbane, CA and additional mailinc office Newss ING 
tribution is handled by Curtis Circulation Co. Ba 
tion rates: one year (12 issues) $20 U.S., | 
(Canadian price includes GST (GST #128. 06 
$44 U.S. Prepaid in U.S. funds only. POSTIV R ser 

changes of address to PSM, PO, Box 520 Bould 0 
80328-2073. Imagine Media also publishes Ultra Game 
Players, Next Generation, PC Gamer The Net Ma 
and Boot. Entire contents copyright 1997 
Publishing, Inc. All rights reserved. Reproduction i 
part is prohibited. Imagine Publishing, Inc. is no 
with the companies or products covered i 
PRODUCED IN THE UNITED STATES OF AMI ) 
CPC Int'l Pub Mail #1195484 
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Following last month's guide to Gran Jurismo’s many cars and how to drive 
them to the max, We now turn our attention to the tracks and races. On 


page 74 you'll find all the info and tips you need to win each race series. 
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Wee ic up on last month's strategy with the game's first codes and 
the shortcut locations for the bonus track, Empire City. The Need For Speed 
series has always had plenty of codes and secrets, and NFSII/I: Hot Pursuit | Ely: 
proudly follows suit. As for Empire City, Set ST. 0) pla ior ie 









you know its got those crucial 
shortcuts to throw the 
tuzz off your trail. Were 
gonna let you know 
where to find them. 


Tekken 3 
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This month we go turther 
in-depth and provide you 
with the rest of the char- 
acter moves. And to 
make sure youre 
getting the most out — 
of your game, we Te i 
also covering some 
crucial advanced 
strategies and tac- 
tics. We're even 
including the into 

on how to earn all 
the bonus charac- 
ters and secret cos- 
tumes, so you can truly 
know all there is to know 
about /ekken 3! 












VR Sport's Powerboat Racing is all about 
physics, and a fundamental understanding of 
them will increase your chances of victory and help 
you achieve the best times. To a ve ea accu 


the best inno time, a 
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The latest PlayStation 1 news and up-to-the-minute into 


» Feature Story: Resident Evil: the Movie............ eee PG LZ = 
Be GOSS acs ca ec cectte eck ctv tnivcnaxinsisbvavensdva loan eee PRL] 
» Q&A: The Producer/Animator on Crash 3............... > 5.18 = 
» Checkpoint! Game Release Schedule .......................— Pi.22 ~ 
> Nihon Game Otaku! 0.0... Pe ieee sick a Las 











> 75.42 = 
All the 5a aie on tomorrow's hottest games 

> Crash Bandicoot 3...............0.0..... eae ates vee ™ Dg. 42 ~< 
> Pocket Fighter ................c ccc cessecreesesecreeeees Pg. 46 
> Colony Wars: Vengeance sh PRR ot Cet eeeeee ™ pg. 47 ~ 
> Mortal Kombat 4................. iva aot an t), A 
Pe Str GON ase hes icsicrcs las hctos cree es ied oss ton sasddec el 
PN iicivessceisovsninc Dao aed wviciasesinteerlecsicodiin ee 
» Legacy of Kain: Soul Reaver e Pedigree ee yt. > pg. ub ~ 
» Rival Schools: United by Fate... > pg.04 = 
PP SOVIO HIG OFACON vs bss sacar sce ccs eemuiatcmcnnn > pg. bi ~ 
>» Azure Dreame.............. stusehi bitetdiiate soe. ee oes 
> Metal Gear Soolich solos). ahem aly. Bias jigs > ng. 64 ~ 
Be TW oe cv eckctaeuschccesettpenes sseteie Cisiennei > soo 
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The sini codes dig all YOU addicts 








You've got questions, we've got answers 
> Link-Up ........ RISE Gare Oe ic ae > pg. 44 =< 
Pbatsee ts as ee lee 2 2 tle feveeeeeeeee™ Pg. Go ~ 
> FanArt oe ec BO ht ten ml et eee > pg. dy ~ 
Pe VVINMENS «55. cscs. hence nctons CE GL sO ant lalate pg. 0 ~ 
> Top This! ........... pear ciat ee eer detec ™ pg. 3 ~< 
eS ee ieee Peles se daicmaen eee ea a eae > pg. 103 ~ 
> Marketplace ..0......0... ce eeeeesereeeeeeeeeeee pg. 14 ~ 





A sneak- peek at what's gonna a be hot for next month 
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We've got loads of great new PlayStation games for you to see. _ 
lf you're half as excited about the PlayStation as we are, then 


there’s no time to spare! Just use the list below to go directly to 


the games you're interested in. G'won, do it! Shoo! Go ‘way! 
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A2uUre Dream... fQ. 61 
EEE) crpee brie ite ES 
Caritbal SYM ccsiscsssscssssossesssssssesessessssPQ. OO 
Colony Wars: Vengeance.............pg. 47 
Crash Bandicoot 3.........ssssefG. 42 
Deathtrap Dungeon............0fg. 39 
BUPA roses cascnsststiescancaienrcaasarsisoee OOO 
POTSAM EINE fei cicciecessniehéssnstssrrtoontentssse Qe OO 
Legacy of Kain: Soul Reaver.......pg. 56 
Mega Man Legends..............[9. 39 
Metal Gear Solid.........ccs.000 PQ. 64 
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Pocket Fighter.......sssssssssssesersesnsee PQ. 46 
Rival Schools: United by Fate.A pg. 59 
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Have be a been happily reading a preview or review, only to be confounded by a 
technical term that you just didn’t understand? Well, fret no more, because we are 
here to shed some light on the complicated world of PlayStation technology. We've 
defined all the major terms used to describe the PlayStation and how it works, then 
described its relevance to the PlayStation. After studying up on this article, you should 
have a good, general idea of the inner workings of the PlayStation, and what 
PlayStation developers can and cannot do when creating games. 













-—, fter eating last month's article on icone movies in this very section, 
~J9 a PSM fan involved with the Resident Evil movie has leaked a copy of the 
script into our eager hands. The version of the script that we got may have not been 
the final shooting version, but it is one of the later revisions. 

The story is written by Alan McElroy, the same guy who wrote the Spawn 
movie. While it's definitely not the greatest screenplay ever written, it does manage 
to capture the feel of the game quite well, and may turn out to be a pretty good 
movie—especially tor action and horror buffs. WARNING: If you don’t want us to 
spoil what happens, DO NOT read any further. But if you're big Resident Evil fans 
like us, you Just have to know what the movie's going to be like! 

It all starts off with a disturbance in the Raccoon Forest, where strange animals 
are mutilating campers and park rangers. A SWAT team is sent in and is quickly 
destroyed by the mysterious creatures in the forest. At this point, the government 
gets involved. It recruits Wesker (who Is in an asylum for some reason that is never 
explained) to break into a lab in the forest, presumably to rescue some scientists 
there. Wesker recruits his team members based on their specialties: Barry Burton 
is the all-around military expert who has retired and now runs a restaurant, Chris 
Redfield is the expert at combat, Jill Valentine is a munitions expert, and Brad 
Vickers is the Medic. Unknown to the rest of the team, however, is that Brad is actu- 
ally an imposter named Mike—he Is trying to find his girlfriend Becky, who was on 
the original SWAT team sent into Raccoon Forest. 

The team sets down in Raccoon forest and is almost immediately attacked by 
wild mutated dogs. They make a run for the lab/mansion in the middle of the forest 
and just barely make it there alive. They all get inside of the mansion, and that's 
where things really heat up.They confront more of the dogs, along with giant 
wasps, tarantulas, and of course, zombies. It’s all-out tension and action as the 
group keeps losing members to each new threat, and ammo runs lower and lower. 

Eventually they find the scientist they are supposed to rescue, and it turns out 

that this whole situation was an insidious trap. They were to be 

infected with the T-virus and then allowed to escape, to spread 

the virus to the world. Jill and Chris (the only ones left) get a 

hold of the antidote and escape from the building just as it is 

exploding, only to be pursued by the Tyrant (who actually 

turns out to be a mutated Wesker). They finally fight off the 
Tyrant, take the antidote, and walk off into the sunset. 

The film's current form is ultra violent. It will be inter- 
esting to see whether It’s toned down for a PG-13 rating, or 
if the director just goes all-out for an “R”. It is also interesting 
to note that no mention is made of either the S.T.A.R.S. team 
or Umbrella Corp. But overall, the screenplay is a good 
*.... basis for an potentially great movie, and we can't 
=== wait to see how it turns out. 
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These days, daily news is only a click away 
on the Internet. But what you cant get online 
is PSM's exclusive in-depth coverage, with 
more details and extra info. We dig deep to 
find the rea/ story behind the headlines. 
















“> hile the movie's dialogue . 
: isn't exactly top-notch, 


quite a few tense scenes stand out: 


B Team members sneak their way 
across a room filled with corpses that 
might be zombies (000, creepy!). 

B A giant spider corners the team 
when they run out of ammo, with 
zombies also about to bust in. 

B Team members get trapped in 
a service elevator, where they are 
Surrounded by mutated hornets. 
B And what RE movie would 
be complete without a Jill 
Valentine shower scene? 


rom the Game and onto Film 


, any of the scenes in the movie are taken directly from the game. 
|. Hopefully they will give the movie a feeling of authenticity for the 
fae wititout a eeanang out and ood like cheesy videogeme ad-ins. 








& The dogs | jumping through the window 
is one of the game’s memorable scenes, 
and fits the tone of the movie perfectly. 


4 Who could pais this classic scene 
where the zombie looks over its shoulder 
at you? Expect to see it in the movie. 
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ith E3 approaching quickly, companies are starting to 
give us a peek at their new games for the first time. 
Electronic Arts has a lot to prove this year, especially in the sports 
arena. After a year of trailing behind Sony in terms of technology, 
EA has re-vamped its gaming engines and will be showing its Tully 
polygonal sequels to John Madden and NCAA Football. Also on 
queue is its sequel to PGA Tour Golf, Tiger Woods ‘99. And Tinal- 
ly, EA plans to show the successor to Its hit FIFA series: World 
Cup ‘98. Overall, the new EA Sports lineup shows that the com- 
pany is stronger than ever, and ready to live up to its legend as the 
best in high-quality sports titles. This can only be good for Tans. 








4 In the new Madden, you can actually feel the action as Brett Favre 
throws the ball away in the face of an incoming Blitz. 
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4 Signing Tiger Woods to 
endorse its golf game 
was a major coup for EA. 





» The FIFA series has 
always been known for 
its excellent gameplay, 
and this year’s version 
should be no different. 


@ The NCAA Football 
license is also being 
revamped with EA's 
new polygonal engine. 
We'll just have to see 
how Sony decides to 
counter with its games. 
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courtesy of Palisades marketing. - 
The figures will include Nina 
VIIietasven feminine zee mieeuibe 
Heihachi, and Jin Kazama and will 
probably retail for about $10 each. 


(Continued on pg 14>) 
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layStation sales have reached an amazing 10 million in if f 

© the U.S. and 30 million worldwide. Sony has attributed ) SON ‘ 
these strong numbers to phenomenal sales in 1997 and a great | 4, 
start at the beginning of this year. To celebrate these numbers ‘ 
sony has launched a mall tour and sweepstakes in which you can : 
win a special limited-edition PlayStation or a dual shock controller. : 

In a recent announcement, the President of Sony, Nobuyuki ; 

Idei, commented that Sony felt it was unnecessary to finance f 
huge blockbuster pictures like Titanic or Starship Troopers when it % £ 
nas such incredible revenue coming from the PlayStation. To give My a 
a comparison to how the PlayStation is doing, the Super Nintendo ~ ot | 


to beat that number by the end of this year with PlayStation sales, —~ — ree = a 
and who knows by how many. One thing is for certain—the 

PlayStation is quickly becoming a mass market phenomenon,  dvith Youd ores one eng away limited-edition blue PlayStations 
which Is good for all gamers. | i 


7. Bee : that plague the Japanese release. 
25 In other Activision acquisition 


news, it has also picked up 
Kalisto's action/adventure game 
The Fifth Element, which we pre- 
viewed way back in issue five 
thas recently been confirmed that Activision has picked (January 1998). 

up the rights to publish Jenchu in the U.S. and U.K. This 

game, which we have been playing since its release in Japan, is 

really the first “true” ninja game in existence. In the game you ie 

must sneak around small Japanese towns performing bloody 

assassinations and other assorted objectives. Activision reported- _™ Tenchu gives you the 
| tk RE Deer aa eee tao opportunity to sneak up 
ly paid quite a lot for the rights tor Tenchu, against several other — behind your enemies and 
heavy bids. It will hopefully be worth it, as the company hopes to viet Bens a tine le al 
sell 700,000 copies outside Japan. Jenchu will be available in  —_ about, y’know. 
september, after Activision tries to tweak some of the minor bugs 
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company by the name of BSG Laboratories may have come up with the next big 
video accessory—named the Intensor, its an ergonomic office chair with five 
speakers and an amplifier inside that can be hooked up to any headphone or audio out- 
put. Along with the immersive five-speaker system, it also features an adjustable tactile 
response. It was designed in such a way that the sound input actually vibrates the chair. 
We only had about ten minutes with the Intensor, but it could certainly make for an amaz- 
ing Immersive experience far beyond any other products’ reach. The vibrations even feel TURE AAU ene eta 
good on your back! The Intensor is looking to retail at around $300 this falland willgoUuD i (ae 8 Bnet ilce Giant 
from there when you start adding accessories. As soon as we get to thoroughly play-test ao MN (ge Fon) ee aaiccann are 
the retail version of the chair, we'll bring you the whole scoop on whether it delivers ee i keting and can even make games for 
what's promised and if it's worth the money. is a ty 





ae s, the Hee ae team aed 
the amazing an Tae ic cele. 
off and form 1s Wnty CEM etes 
Pollina ai Tics Kofolorcl aN ss 
eli (ete Polyphony Digital. Despite 


» The Intensor chair folds up for travel, features five speakers, and you can take 
the stand off. It was also designed to vibrate depending on the audio input. 
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Compilation ©1998 Atari Games Corporation. Gauntlet® Marble Madness," Paperboy” and Road Blasters™ are trademarks of Atari Games Corporation. eR Mee outlet Marble Madness ©1984, Paperboy ©1985, Road Blasters 
©1987 Atari Games Corporation. Atari® Millipede® and Crystal Castles® are trademarks of Atari Corporation used under license. Millipede ©1982, Crystal Castles ©1983 Atari Corporation. Midway” is a trademark of Midway 
Games Inc. All rights reserved. Converted by Digital Eclipse Software Inc. Distributed by Midway Home Entertainment Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
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Gornmarnd & Conquer ls a registered trademark of, and Gornrar 
©1998 Westwood Studios, Inc. PlayStation and PlayStation logos 


Soon 








You want more than just the latest headlines—you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
ST QO GAL te CCH sy) EWC eae r a OR UCR ee 






ources at Activision have hinted that it is trying to 
== PICK Up a number of new Japanese Playstation 
_ games to be brought to the U.S. A the titles said to 
be under consideration are Enix's 
_ Bust-A-Move and Square's Tobal 2, 
_ Enix has not published any of its “Or 
_ PlayStation titles in the U.S. ‘yet, on 
ao ee pou eens ay 





Ps 


i Iready, the PlayStation third-party market is beginning to crush itself 
_ = ® under the weight of hundreds of titles. Publishers frequently com- 
plain about how they must carefully pick their genres for PlayStation now, 
and that they must make sure their games compare favorably with current 
hits. Even when the games do turn out well, the competition among so 
many titles makes turning a profit difficult for all but the biggest few games 
on the market. While Sony's user base is huge worldwide, it’s not big enough 
to support the massive numbers of non-blockbuster titles. 

In the face of an ever-crowded software market for PlayStation, publish- 
ers are allegedly begging Sony not to make the PlayStation 2 backward com- 
patible (not that it definitely was going to be, anyway). Given that by the end 
of 1998 more than 500 PlayStation titles will be on the market, there would 
be more than 500 games still vying for market share when the PlayStation 2 
ships in the year 2000. For publishers, consequently, dollars that could have 
been spent on PlayStation 2 games might instead be spent on older 
PlayStation software, thereby potentially cutting into new software profits. 
Industry talk says that more games gives gamers more choice, but it hurts 
the third parties that are unable to make standout products. 
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- ecent announcements trom Microsoft and 
a ® D Sony have led industry pundits to believe 
that Sony! S next PlayStation may follow the route set 
by the M2 and Pippin: a set-top box. The concept of 
a set-top box has been around since the CD-I. To this 
point, however, the public hasn t embraced a box for 
your TV that handles everything trom playing movies, 
to playing games, to acting as an Internet terminal. 
The two main announcements Sony has made 
with regard to Tuture products have had to do with 
Microsoft's WebTV and elements of its Windows CE 
operating system. Specifically, Sony will license the 
Windows CE operating license for its own consumer 
electronics products. And while Sony has been one of 
the major WebTV supporters, announcements made 
by the company have indicated that the system will 
make even more widespread appearances in other 














Tobal 2 numerous. rumors nave been cn the | 
game. Some months ago, Square and Sony stated that — 
they would not be » bringing the title to the U.S. Speculation — 


VISION. : 








A With WebTV fechnology, will the Fleysicion 2 become the 
ultimate online gaming machine? Hmm, could be... 
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=] nix is well known for its Se S| 
=== Quest series of RPGs, but with 
og news of DQVI/ at the recent Tokyo — 
_ Game Show, we decided to do some dig- _ 
ging on the high: ae a . 








es pointed to poor U.S. sales of the — 
__tiginal Tobal as the reason. However, 
ins of the game desperately wanted — 
e ae ae its dramatic ee . a 
7 conversations with. “multiple mai ior U S: 

publishers” ‘regarding the oan me Ss 's release 
a the Tokyo Game Show, SOUrCeS shave ind 
~ cated that the game is currently in an “in- 
between stage” with several. features — 
that weren’t up to the standards Enix — 
wanted to show off. Naturally, these 
_ issues will be ready for the final version. _ 





ok Dragon Quest (Dragon Warrier c over here) 
_ ruled the RPG genre on the NES. The Super © 
_ NES versions never came to the os thovalt a 


A Wait, don’t throw that SS out! 
Even after you get a PS2, you'll still need 
the first console to play your old games. 





consumer electronics products. Sony itself has 
been keen to avoid mentioning PlayStation 2 in any 
of its announcements of said agreements with 
Microsoft, though many in the industry believe that 
more may be here than meets the eye. 

The possibility of the PlayStation 2 having 
WebTV connectivity could open up loads of online 
gaming possibilities for console owners (given the 
cable connection speeds of WebTV). Additionally, 
the elements of Windows CE that Sony has sup- 
posedly licensed will have more to do with con- _ 
| necting electronics gear to PCs, which of course | 
| faises some interesting possibilities of ponnegans a 

PlayStation to your PC. _ 
Again, much of this may not actually come to _ 
pass through the rigors of hardware finalization, but 
it looks like Sony now has some interesting options. 
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PSM: OK, first question: How many 
times can you spin around before 
you get dizzy? 

Jason: [laughter] A lot. That's a “college 
days” thing, though. | think my fraterni- 
ty taught me to do that. 


PSM: How long has Crash 3 been in 
development? 

Jason: Um, let's see...we started on 
January 6. So, three months. 


PSM: And it’s due for release at the 
end of this year? 
Jason: You got It! 


PSM: Oh man, you guys are cranking 
on that sucker! 

Jason: Yeah, we're kind of noted as one 
of the fastest teams in the business. 
Crash 7 was 18 months, Crash 2 was 
13, this one’s gonna be 9. 


PSM: Is there a new game structure 
for Crash 3? 

Jason: The game structure is roughly 
similar. | know that Chris [Slate, PSM 
Editor-In-Chief] saw some levels yester- 
day. We've been putting a lot of similar 
type levels in, but with some new 
twists. We also have some levels that 
are completely and utterly unlike any 
level you've seen in terms of gameplay. 


PSM: What was your goal when you 
started the third Crash? 
Jason: [he goal is basically to make this 
the ultimate Crash, and at the same 
time, to introduce some new technolo- 
gies, some new gameplay, to bridge 
us to a new game for ‘99 that Is not 
a character-based platformer. So, 
It's a really a 
multitude of 
goals. We're 
trying to Tin- 
ish out the 
series, plus 
were trying to 
make this, by far, 
the best Crash 
and then also 
show some 
of our future 
type stuff. 
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PSM: So your future titles are not 
going to be platform games? 

Jason: The next game will not be plat- 
form. Future games, absolutely. We 
love the genre, we won't leave it. We're 
coming back. But for now, this is kind of 





A In Crash 3, the Naughty Dog team is adding 
several new elements, while also staying true to 
what's made the franchise so successful. 


it for us with the platformers. And a lot 
of that is the fact that we believe that 
the series is going to end, or the genre 
Is going to change a lot. So it's gonna 
take a while for us to figure that out. 


PSM: Will we see Crash again? And 
even if you go into a different genre, 
will you keep him as an icon? 
Jason: I'd like to. | don’t know exactly 
what's going to happen there. It’s a very 
complicated situation. Naughty Dog cre- 
ated Crash for Universal Interactive 
studios. We have this weird three-party 
deal, where Naughty Dog is doing all the 
creation work, 
Universal 
is taking a 
disk and 
passing it to 
Sony, and then 
sony publishes. 
But the ownership 
of the actual character 
is mostly Universal's. So 
Naughty Dog had a three- 
project deal with them, and 
if you count Crash 7, 2 

















<¢ With the record for highest 

PlayStation software sales in 
North America, Crash has a 
pretty good reason to smile. 
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and 3, we're done. Our next title will not 
be with Universal, which is kind of inter- 
esting, because that leads you to ask, 
well, will it be a Crash game? Because 
we don't have the rights completely. 

I'd love to work with Crash again. | 
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love Crash. | mean, four years—you 
have to either love him or you're not 
doing it anymore. | think the character 
has legs, but we'll see what happens. 


PSM: Crash 7 and 2 were criticized a 
little for being linear—that is, you're 
forced down a pre-determined path, 
and you can't just run wherever you 
want. Has that ever been a concern? 
Did you ever think, “maybe we 
should change this”? 
Jason: It's something we've constantly 
been fighting with internally. Linearity 
makes the best gameplay for the fol 
lowing two reasons: One, it can make 
the first level easier than the second 
level, and the second level easier than 
the third level, and so on. And two, It’s 
not confusing. And the broad market 
buys their games at Toys R Us weeks 
after they've come out, not the day they 
come out. The broad market doesn't 
ever see much more than the IV ads 
and doesnt really read the manual, so 
these guys have to understand it. And if 
you put them down in the middle of a 
room and say “it’s free roaming, go for 
it, they actually get contused. So I'm 
sorry, but straight line linear is the best. 
That would be the easy answer. 

But the more complicated answer Is 





there is a kind of gamer out there, and 
I'm probably talking to one of them, that 
can handle the non-linearity and actually 
desires it and considers it more of a 
challenge to a certain extent to figure 
out what's going on, and to make his 
own way through the game. 

So, It's a fight we have. Because 
internally here, everybody wants non- 
linearity. We like the idea that you can 
just go wherever you want to go. But 
the bottom line is, and this is the sad 
truth, the best thing for the mass, the 
public, is to give them something that's 
easily digestible. So we see the industry 
going towards non-linearity, but we're 
not jumping on the bandwagon right 
now. And | think you're seeing Crash 
doing so well because we haven't aban- 
doned the people who are buying the 
volume of the games. 

In the future, yeah, | think we're 
gonna get into something much more 
open. We're dealing with a movie and a 
TV generation. These people like to turn 
it on in the beginning and see it go to the 
end. That's what they're used to. Games 
are just evolving to the point where the 
mass public actually understands and 
plays them well. And as the mass pub- 
lic gets more educated in games, and as 
more and more people play games, 
we ll be able to throw things at them 
that are more complicated. But they're 
coming trom TV, see? You still have to 
give them some simplicity. 


PSM: So you think they're evolving 
towards the 3-D, open ended, non- 
linear area? 

Jason: Yeah. Well, 3-D without a doubt. 
And the non-linear, yes. And | think that 
basically comes down to, once you've 
played one and it breaks you in a little, 
the next one breaks you in a little more, 
and then you get to the point where 
you re ready for it, and | think the popu- 
lation at that point will be ready. But right 
now? Kinda in-between. 


PSM: What do think of Crash’s suc- 
cess in Japan? Did it come as a huge 
surprise that it’s one of the wildly big 
success stories over there? He's 
almost a PlayStation mascot. 





Jason: He actually is a mascot. He's far 
more of a mascot in Japan then he Is in 
the United States. They consider him 
and Parappa to be the spokespeople. 
Did it come as a surprise? Yes, in that 
you try as hard as you can to succeed, 
but you still figure you're not going to be 
able to do it in Japan. You know what | 
mean? We wanted it—that was our 
goal from the beginning. We had a lot of 
help from Sony Japan. We tried every- 
thing we could. We bent over back- 
wards for the Japanese. 

That is the thing I'm most proud of— 
the fact that we've actually been able to 
bust into the Japanese market. And It's 
not only marketing because “Abe A-Go- 
Go" [the Japanese ad campaign for 
Abe's Odysseyl, didn't do too well. 
Tomb Raider, which is a great game and 
had a major marketing push behind It, 
did 200,000—not that great. Crash 2 did 
800,000, and It's still selling well. 





any idea what they're talking about, 
because next year everybody will be so 
much better. The year after, everyone 
will be even better than that. We're still 
only talking about four years of 
PlayStation. If PlayStation was eight 
years old and people were saying, ‘| 
think we're getting what we have out of 
it," and they've been working on pro- 
jects for eight years, then listen to them. 
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relationship with Sony Japan, that we 
will be one of the first five developers to 
get the hardware. Square and Namco 
and Capcom are obviously up in there, 
too. And we're looking forward to It, but 
it's still way off. 


PSM: Will Crash 3 be using Sony's 
new Dual Shock controller? 
Jason: We actually used Dual Shock tor 
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feelings. So for example, and I’m not 
saying anything here, but if you were rid- 
ing a Harley Davidson in a videogame— 
remember, I’m not saying anything, 
don't get me in trouble with Sony—the 
engine feel of the acceleration could be 
done by rotating the thing a little faster. 
It's really, really cool. We're all totally 
into it now. 


PSM: Sounds cool! Hey, can you tell 
us a cool Crash 3 secret? 

Jason: Well, as far as | can tell, you 
guys know more about Crash 3 than any 
other game magazine out there by 
about ten-fold, ‘cause nobody else has 
seen it. Let's see...| guarantee that... 
well, let's put it this way: in Crash 7 and 
Crash 2, there were two types of levels, 
side-scrolling and 3-D. There is another 
kind of level in Crash 3 that is totally and 
utterly different, and it involves being 
able to turn around and look behind you. 





& Crash‘s sister Coco was introduced in the last ot ee oles aig 
game, but never moved from her comfy spot on AROUND ANDO LOOK 
the beach. This time, however, she'll be helping 


Crash out in his battle against the evil Cortex. 


PSM: Wow, we can’t wait to see it. 
Well, we're about out of time, but we 


PSM: One knock on the Crash games 


in the past is that the endings that BEHIND You™ 





you get from spending all those 
hours finding all the secrets...they’re 
kind of weak. 

Jason: Yes... 


PSM: | mean, they're not big 
rewards. Is this something that you 
agree with? Is it something you're 
going to do differently for Crash 3? 
Jason: | agree wholeheartedly. And | 
hope that we have enough time on 
Crash 3to do a better ending. What hap- 
pened with Crash 7 and 2Is we came to 
the end, we put this thing in front of 500 
people in the United States and Japan, 
and another 100 in Europe, and we 
were told theres some polish to be 
done. As far as I'm concerned, the pol- 
ish comes first, the endings come sec- 
ond. Again, youd be surprised how 
many people buy Crash and will say, “| 
was good at Crash, | enjoyed Crash, 
Crash was a good game, | would rec- 
ommend it to a friend,” and they never 
saw the Tirst ending. 

SO again, your bottom line is you 
gotta polish the game first. | think now 
that we've had experience with two 
Crash games, we're far better at hitting 
it on the first shot. Then hopefully, it wil 
give us more time with the endings. 


PSM: Speaking of that, through each 
of the Crash games you've improved 
the graphics dramatically. Do you 
think you're hitting a ceiling with the 
PlayStation technology yet, or is 
some untapped power still in there? 
Jason: That's an incredibly difficult 
question to answer. The honest truth is, 
no, were not hitting a ceiling. And | 
don't think that anybody who tells you 
they're maxing out the PlayStation has 


PSM: Will the “Crash Dance” return? 
Jason: Yes. In fact, you'll see the 
Improvement of the Crash Dance. 


PSM: Ooo! Can you do the improved 
Crash Dance? 

Jason: | can. | can do it all, but | didnt 
create It. It was created by a Japanese 
marketing person in Japan, Nagumi 
Hasoya. And uh, do you have the 
Japanese Crash 2? 


PSM: No, we don't. 

Jason: OK, | can send you one. As you 
Start, hold right and circle (in other 
words, the farthest left button and the 
farthest right button), and also all of the 
shifts at the same time as It starts, and 
there's a five-minute movie of the Crash 
Dance and this totally Japanese Crash 
song thats completely bizarre. Crash 
and some babes doing dances. 


PSM: You guys are pretty tight with 
Sony—Have you had any input about 
what's going into the PlayStation 2? 
Jason: A little. Not that much. It’s being 
developed in Japan. It’s kind of a prob- 
lem in the industry (and Sony is actually 
far better at this than most other hard- 
ware manufacturers), where the hard- 
ware guys go off and don't talk to the 
software guys at all, and they go make 
their hardware. And then they come 
out, and the software guys go, “Oh, If 
you had only done this, it would have 
been fantastic.” You know, because 
software guys are the ones that end up 
tweaking the hardware. 

So no, | mean, they haven't really 
come to us. We do feel because of our 
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the Japanese Crash 2. We were told to 
please remove it from the U.S. Crash, 
‘cause we were actually the first game 
to release in Japan that supported the 
Dual Shock. So if you want to see Crash 
Dual Shock, go look at Crash 2 in Japan. 


PSM: Is it also in Crash 3, then? 
Jason: Yes. It's already in there. 


PSM: How do you use it? Just like 
when you hit stuff, or...? 
Jason: No. Actually, we've been exper- 
imenting with it all along. When it first 
came out, half of Naughty Dog was like 
“Yeah, it could be cool.” The other halt 
was like, “It's going to be annoying as 
hell having a beeper go off in your joy 
pad.” But Sony's done a great job with 
the two different mechanisms. 

| don't know if you know how they 
work, but one of them Is bast- 
cally a vibrator. And the 
other one, which is far 
more interesting, Is a varl- 
able speed wing that it 
throws around that can 
create some really, really 
Impressive motor 


» Crash’s 
sister Coco , , 
hopes to fr 4 
broaden if 
the mass 
appeal of 

the series 
even further. 
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have one more important question: 
You work Crash, you talk Crash— 
you're interviewing about Crash 
right now. Have you ever dreamed 
that you actually meet Crash? 
Jason: | actually have had dreams about 
Crash and I'm seeking therapy for It . 


PSM: What did Crash tell you? 
Jason: Actually, | was chasing Crash 
through a forest. That's the only dream 
I've ever had. | couldn't understand 
why, but | was chasing Crash into the 
forest and there was no reason for It, 
and | never caught him. 


PSM: We can’t even begin to read 
into that. At least you're 
not having tea with Crash. 
Jason: Exactly. 
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* Eight Character-Based Muscle Cars, Trucks and More 
ee ACS ee aed Ce re mei me ad tole 

° Unprecedented 3-D Graphics and Effects 

* Two-Player Split-Screen Auto Combat 


os. © Behind-the-Wheel or Behind-the-Car Views 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 
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AY oe ee Acclaim .. - — _ Basketball. ee ae _ NBA an eee Ae a - Tournament Edition | 

[ri et—<‘“‘OCOCOCOSCCSC*SC*sisC ee a oe ae Baseball... ae see Hardball 6 2 oo ult oo 
| “March w was a a teal slug: fest 0 on store shelves, with a ‘ot. of big titles 1 |_— Electronic Arts... a Tay Woods PGA Golf Working Dein. RPG... Ne Silver Star oy oe 
_ competing against each other near the end of the month. Even the | | Electronic Mo Racing... Hes “Moto hacer? 2 oe o a “Compete over s 
| Seemingly unstoppable Resident Evil 2 was dethroned as the num- | Fox Interactive... “Ast-Person Shooter. eae Resurrection oe . . 2 - oe o —. 
| ber-one title, handing the crown over to EAs boys of summer. lb oo : See o ae ee 
po oil Fox ee es eee Fox Sports Golf O0 Cortes doit | a 
| > Tripl e Pl ay ‘99 oe | Fox eo Fox Sports Soccer ‘99 Action. Aton on 2 


> Resident Evil 2-Sti | doing extremely well oe | FOX Interactive .. ee __.-Racing... Se Team Losi RC Racing i LO pete ~ Action... ot eens em : ae : | E : 
a. NBA Shootout ‘98 - - A strong showing eG | Grolier Interactive. 5 ae oe _ Virus 2000 : OF Crystal Dynamics .3- Aku the Heartless ee 


> SaGa Frontier - A new Square APG Hoe excels GT Inter active... oa Dead Ball Zone = Baas ee 
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> Need For Speed 3 - Gamers forgave part we | Konami... iS OHPG so . ae olen Azure Dreams a MGM interactive. Aen S85 ss ae _-Retun Hel 
> Bloody Roar - There's always room for a new fighter 1k MGM | interactive Sit ae. os co ara. Def Con 1 
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> March Madness “98 - Good, but it couldn't done better. | _ Midway...... — oo. ....Racing ........ fe. Of Road | Challenge 
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ee en _-Aation/P Bc co Se ee ee 
THO ae - vo PG ee : _Granstream Saga : 20/0 Studios . a Aetna. ae = oes Ary Man : n Se 
Ubi Soft... - 2 Racing... re re _Vivid Racing Os seen ~-Aetion/ Strategy... seeteeestnseaneennanen StarCon ee 
aun Desir. 2 20 Platform. . Silhouette Mite Atlus... ete a RPG... sre ceencer erase Le aes oe 
| oo ao C9 a. ._ Classics... capo Generation Voli 
_ Oth xr Seco SL Bee ree er SS oe SS 2 Capcom ous ee ae Pocket Fighter So 
ine __-RPG/Strateay.. Coen CE Ue ee _ Rival Schools: United oe 
a Hlectronic Ars. oe ~-RassCanba. a ones Road Rash 3-D = ee i. ao o Ce a Fate oe 
Capcom. ae _ Stet ie Col. Vol. 2 
: Capcom.... ee ee ee pe Vampire Savion 
ee ANS ae Action... APO QCA D = 
- Electronic Arts . Vee aes _ Racing. ae, TOCA Touring Car es 


ese tees = ae eaves ——s ho ric heng hese ee eee cane senegecenscne “eh oe eke ee PAE ES ee 
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eeeuhew eee ee 


x be ‘For January) 

= as Soe 4 Interplay... aye nee > Heals of Darkness 
2 = up big numbers into “99. ; _ Midway..... oS , Baseball, =. Bottom of the gth ‘98 
SS ees SS | Payor... ee e ee _Adventute.. a ee a : 
Lae month NPD D (2 ee eae company) surveys a host of | | ee — oe = ie 
| fetailers to find out which games are selling well. In February, § —<—_AA : 
BE Resident Evil 2continued to dominate the sales charts, which is not 
_Teally a surprise to US at all. This games sou sell well all year. 


Ee 1 > Resident Evil 2 

2 » WCW Nitro - The game stays just as hot as the show 
Sb FF Tactics - The Final Fantasy name equals big sales 

: > Crash Bandicoot - Will this thing ever stop selling? — 
> NASCAR ‘98 - This ts one hot racing simulation - 

> NBA Live ‘98 - Climbing a spot as the playoffs approach 
_» Crash 2 - Soon there could be three Crashes on this list 
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same 





This is perhaps one of the most intriguing titles cur- 
rently in development. All of us here at PSM were 
huge fans of the Contra series on 8- and 16-bits sys- 
tems (well, except for that lame Contra Force game 
> Frogger - This game still has surprising momentum on the NES). But then Contra: Legacy of War came 


9 > Tomb Raider Il - Dropping five spots, but still doing well | aes —— out for the PlayStation a while ago, and well, it stunk 
10> > NFL couenay ‘98 - The seasons over, and itstill sells | & A ee ee things up pretty bad. Konami assures us that won't 
ae SS ee SS happen. a second time, but we'll see.. 
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eee bring. Parasite Eve to the U. S. 2 
_ Somehow or another, but frust us, it’s 





_ ested in seeing much more. 












we get a small taste of playing — 

and all we can think 
out is getting to play it See, 
t's the real downside to working at 

















a Payette . magazine- “you get 
a great game for months! 












teased with c 











"Finally, a game that we actually have 
fl the ahi and Sak oa as much as" 
the version — 










We got our first taste of this g game just 
: fw days ago, and man is it Tgokiid: 
_ good! We were all really big fans of © 

thes first ee and this one Sen like t it” 

















GA leas 
nuts foe i classics. ‘And it doesn't get 
any more dassic than. Capcom’ 5 Ghosts a 
IN Goblins and 1941 games! — ee 















irk Satie ae 















- al. Our taste of the Japan: 
‘ese version was enough to get us infer 
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The latest news and notes from the 
EVR MUSTO MS TP ere LEU 
TAM atime eesys Lb 























" ==) ans have been waiting a long time for 
“4. the anime Patlabor to hit the Play- 
Station, and it will all be worth it this winter. 
The original story has been totally rewritten for 
this action-adventure title. Tokyo and the 
Patlabor AV-98 Ingram are completely polygo- 
nal, making this the Tirst 3-D ee Patlabor 
game EVER!!! 





must like Paris-san 
ee Said, weve got lots 
of Tokyo Game Show goodies | 
», i=. Loa | for you, plus an interview 
vy ~*~ ay vo -| with Sony CEI R&D Division 


Chief Shinichi Okamoto, some i 5 \ 
Tokyo Game Show Japanese Fr 


sala 
wee 


eo 


terms, and my top picks » Patlabor’s 

for June: 3-D Fighter gram ogee 
. | are high in the 

Maker and Shadow polygon count, 








Tower. Tanoshii na!!! and totally rock. “Sa. 









}okyo Game Show ga saik- ® 
(= OU deshita! This year's show 
was 3s truly great, showcasing the most anticipated game 
of the year: Metal Gear Solid! Be sure to check our pre- 
views section for the latest update. Other noteworthy 
debuts came trom Bandai Visual (Patlabor the Game, 
Macross Digital Mission VF-X 2), Capcom (Capcom 
Generation, Pocket Fighter), and Square (Parasite Eve, 
Brave Fencer MVusashiden). VVe cover all of these stories 
and more In this month's Nihon Game Otaku, so let's get 
rolling! HAJIMEMASHOU!!! 


Import News and Notes 






ecent Te ae a aoe ey oes Diatal + 
Coin this winter, VEX2 a 






A “a ae tends to otee _ 





Be Namco has released Its Black Negcon for a special 
low price in conjunction with the World Stadium EX 
baseball game. Other than the color of the controller it's 
the same as the old Negcon, but what a cool collectible! 


\F : - 3 = =. a x " 


B On April 5, From Software held a promotional party © creer 
for its Shadow Tower RPG title. The game was running Pu aes 
at several kiosks, and a demo of the 3-D real-time adven- 

ture Echo Night was projected on overhead screens. 

The biggest announcement of the evening came trom 

the producer of Armored Core, Mr. Karasawa: “Many 

have mistaken Project Phantasma tor Armored Core 2, 

but if we made Armored Core 2 it would be beyond your set of five discs with classic Capcom games called 
imagination,” hinting that a sequel is in the works... No 
release date is known at this time. 


Capcom Generation. Unlike the Namco and Konami 

discs, the first two in the series only have three titles 
7 the tradition of Namco Museum and apiece. The first disc contains 1942 (released In 
Konami Antiques, Capcom willbe releasinga  '984), 1943 (1987), and 1943 Plus (1988), and the 
second disc includes Ghosts & Goblins (1985), 
Ghouls & Ghosts (1988), and Super Ghouls & Ghosts 
(1991)! These two discs will be released sometime 
this year. Supposedly Strider and Mega Man will be 
on one of the — | 
other three ARNE ila 
discs. Can we 
expect Bionic 
Commando in 
the future? 





Bb ASCII’s Entertainment Editorial Department, which 
lent a hand in the creation of the weekly multiplatform 
game mag Famicon Tsushin (also known as Famitsu), 
will separate from ASCII, forming the Entertainment 
Media Company. The president will be none other than 
Famitsu’s Editor-in-Chief Hiroichi Hamamura. 


iB . Gn Biren 


ane 


B ASCII has put some organizational and personnel This series has 


3 | always had a spe- 

changes into effect. Financial restructuring and the cial pine in the 
ae Ph ieee emer ah hearts of WWII 
unemployment department have been abolished, and Sone fie 


the company is looking to strengthen Its organizational 
profits through other avenues. 





Arthur is back again, along with armies of demons, ghosts, 
Banzai Chibi-Chan illustrations by Robert DeJesus and the undead. Are we back in the 1980s or what? 
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JAPAN (: ‘at press time 


/ Doki Doki On Air... 














GENRE ____DATE 





| Pocket Fightev.......... 





FSS Ore rae Up. iain oe oe 0/4/98 
ee nl ain Dsus ccces 0111/98 






| TOCA Touring Car Charon. ee Star. Jae AOI eter) C/G 
| 3D Fighter i ASG BING icncere ee eeserrteener D/LO/EB 2 
_ Legends of Sengoku: Pro Westin 2. Bae CO A POITUIGUON cc ot etecenccee D205 | 
- Pirtocohi’s Dr@ Aim ioasccsssegssresrsssiete tty Fete ete OUNUIAHON cee sccreeccercecreen MIEJUNE 
F BACKGAINE yc reer oe seotereco Ege ge SIMULANON eee eT BA oe 
| Choro Q Marine O-BOat.. seni ettamarneennn PAO ee tcectee ON 
| Crisis City... ceri ee ines ‘Action........ eis Mote LON 
F ERPHUNtOrS Voice cestesscrce testes met sesmneneadventure leaiiecubreruece es LOR. 
| Evoluge Special... jeesnancegasateovetshef AME Ct Te eee eta se SIMUIATION......esseesee oe TDA 
__ Fantasy Ball ee aie Dab De PUR ose cctic TBA 
aS | Graduati Po Basie EGG Adventure ......... poe Oe 
mr 1. XYENOGEARS | Graduation M... i oe ys Pian laiohs Adventure TB 
ee Square; released Feb. 11; copies acid oa Hyper Securities 2. resorennyyunsananararnccestvsanstnetnasesesace CUOF | Ce lespuspisvadenaaer a ehicwol cecaziaves SIMULATION. aeererereensercenereee | BA 
114,274 (in last 2 weeks), 657, 409 otal King OF PAGE 2osciessccvecsiscsccsecssanvsvecsteue Pie a EN Laboratories......... Sone een ee POTEAU esscccessccccecctesccess cise TOA 
2 TENCHU ae = einem — ie 
: Sony ME: released February 26: | a , : cusubcbidenvavésnsbusdatuucedveve shee? ee : aoe Z pee? Sdewteenenanuets ShankhbobeeOs beneee | cddee neakaes ckbsaweuaeieacans eee | 
copies sold: 109,495 fF PUCIYL Carat ses sscecetsensersesteeesenesnasnennaceepeceaccessvereesnenss Ty alae necnsenee RUZZIB ce certtetee ccncei ce TBA 
ee | Shadow DE eee er ee Se _.-FOM SOF WAE. on cee. Ps ahaan, RPG aii oss ces. Ob 
= 3. Sony CER ieteaced ~ ber 23 aS Tokyo eae school: Sword Scroll...  ——_ sigs rabaashatesticcene DIPIULATON nce stcsceerteesrnctccreee oS TBA - 
pa ONY el Ree eee lger CO oe Se SONY CH. ae ee ee TNE TBA 


copies sold: 108,372 (in last 2 weeks), | 
1,497,741 total | ee 


4. RESIDENT EVIL 2 
Capcom; released January 29; 
copies sold: 100,498 (in last 2 weeks), 
1,707,255 total 


9 5. WINNINGPOST3) tw” 
~~ KOEI; released February 26; 
copies sold: 90,729 








% 6. PROJECT V6 
General Entertainment; released 
February 26; copies sold: 88,393 


5 7. X-MEN VS. STREET 

os FIGHTER EX EDITION 
Capcom; released February 26; 
copies sold: 55,603 


Zi 8. CHOROQ3 
: Takara; released February 19: 
copies sold: 55,582 (in last 2 weeks), 





129,332 total | 
AD -DENSHA DE GO! a o ; . 
2 fatto, released December 18; 


ae ee sold: 37,631 {in last 2 weeks), 
fen 10. BUST A MOVE: 
| DANCE & RHYTHM ACTION 
Enix; released January 29; copies sold: 
34,729 (in last 2 weeks), 187,618 total 
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actually getting to use your original charac- __ title one that you just have 


developers (From Software). worked on monsters and an equal 
this scary, first-person perspective RPG.No number of items keep — 
maps and no levels or experience points set the adventure interest~ | 
_ Shadow Tower apart from most RPGs on the — ing—and this is what is - 
market. The “fundamental. ability. : value” necessary to keep RPG ~ 
system of increasing your character's abili- fans playing, especially 
















3D FIGHTER MAKER characters, 10 types of | 

~ ASCII's series of game-making titles martial arts (including ff 
have all been interesting, but this one — Mantis Kung Fu, Karate, 
certainly stands out. 3D Fighter  Capoeria, Tae Kwon Do, 
Maker enables you to create the an- Eight Diagram Pole 
mation for the moves; position the Fighting, Eagle’s Claw | oe a 
head, arms, and legs; and adjust the | Kung Fu, and so on), ad —=—=—====a eee 


speed of the fighting. The best partis tons of options make this This title claims to canis all 21 
Tekken 3 characters by 90 percent and © 
the special moves by 100 percent. | 





ter in a fight! A) Peed eee to anetss out. 


SHADOW TOWER oe more monsters, mimick- 
All of you King's Field fans should get psy- ing a Monster Manual or 
ched for Shadow Tower as the same _ Fiend Folio. 160 types of 





eye s B f Skull-Coffins and 
ties is original, and takes a bit of getting with stiff competition 4 Bew are 0 skullco fin son 


used to. Dungeons and Dragons fans will enjoy the from RPGs like Xeno- bizarre world of Shadow Tower. 
"Creature Picture Book” that is ee ds “you defeat gears and Parasite Eve. ee 








Ossu! Paris-san has given me this space every month to teach you Japanese 
game terms, So you can get more information out of your Japanese magazines and 
games! To celebrate the Tokyo Game Show, we're printing all of the terms you'd 
ever need to know to attend the show, or just to read about It in Japanese mags. 





s 7 es igi Toko 3 : PALS MENON... .seeeeesses doors close +-—RILA— _ kiihorudaa.........keychain 
/ +See kaihin-makuhari........... ...otation on JR Keiyo Line : REAL shutten-sha.......exhibitor i) tereka telephone card 
> | near the show 3 .k— jp — MOCKAA ...seeseeesee “maker,” vendor, actAgd S haifU-Suru.......... distribute widely (among) 
woe Aw + EE eal Messe (name : producer : (KER TD Ly -{ A —° taiken-purei....... kiosk, interactive unit 
—_ | s dahapbbdeptosssdsdisestciaueecsccee DE VENUE) 7AK— JL hooru ............. hall koonaa 
Ste KANON rrninerenneeneeVONue, Meeting place —; RFR LEM |h erasers €Xhibition, display Ke CAVA eel nes tournament 
be Oa tokubetsu- shohtabi. ave bead invite day, [7 —Z%R DUUSU................booth -APYTAAY— _ kurieitaa..........."creator,” game designer 
. | i nee oa fat : /\\ FBI koma..................small room AYVIFTVUYA kanfarensu.........conference 
—fik 2 BA A pas ROU Kat onmnnee NOTA! BUMISSION CAY i | PL, cosplay............. costume-play,” dressing :? FRI CJESUTO sersssssese quest 
FA yf chiketto Shee eo ticket 3 as a game character > kK—-DY3a— ___ tooku-shoo........talk show 
Ot RIP PU cis triariiee ere cee CRE SS Y/NTA Y konpanion.........companions,” beautiful Saye Ki ea kids 
FYAA TA SHUZaI-SUFU.........................dather (news) material ladies distributing ne 
! My - °-oq-7F KOONGA. .essssssssesee comer 
for an article pamphlets at booths PEAT A tereblacany “TV Game“ viene 
Eabe KIO... cesessccsccvresseeessseee- GOOFS OPEN LAK GU icc ..“goods,” merchandise ee crebi-geemu..... 1V Game, videogame 
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e who spilled the beans about. Sony's Personal Digital 
Co ae Eon under a We’ ve 


CEI R&D Division Chief Shinichi Okamoto, 


i. Fanican Teushin (FT): First es all, I why was the 


PDA made in the first place? 


Shinichi Okamoto (SO): Hand-held games like 


Tamagotchi and GameBoy are really popular, so SCE! 
also wanted to have a new type of hanc-held product. 
They wanted it to be eoQperel ve with the EP eeton 


fr But this is REALLY small. Is there a 32-bit 


_ processor inside? 


ie Most Nang: held roses of this size are © usualy 


vee li ihe many, Fete will he ines a 


ested in this item. If it was 32-bit, it would utilize 
the latest technology and lie along what develop- 
ers. have dreamed of. However, if you think about 





quare is once again developing 
yan RPG, 


amicon Isushin recently cane up with Sony 


FT: The LCD i is 5 32 ee 32 ot 
_ What kind of aeply power 
does it have? — - 


SO: | think that its a bit limited. A Shinichi Okoneaha might to find solutions to solve the cost | issue, i 





eeu Brave Ces 












view FT: What shail batteries? 
what the PDA can do, it has. a 
lot of ee _— 


been hard at work on the | 
FT: Does it ‘erodace light and new PDA, due this winter. = fear not. 
shade like the GameBoy does? ae 
SO: Unfortunately not. | think it's closer to that of the 


Tamagotchi. 


PDA software? 


ma —_ $0: We can’t talk about it right now since . 
i _ will obviously influence the price of the 
ma . _ item. Even if we make the unit cheaply, the 
value. of the battery might be high. We 
Oton t want to out the cart before the horse. 
ay of we're going to have them sold by conve 
| Pines. stores, they can’t cost too much. Tey 
= ~~ shave to be durable. We're trying with all of our 


FT: is hee. any ie taper going on. n for | - 


SO: We ve just begun. Our top priority right now is s fi - = 


ishing the PDA itself. If you ask the people working on Ss 


FT: But the biggest ¢ difference the PDA has over 
other hand-held game machines is that it can 


a ‘Mechanism will achieve this? 
, SO: 128 Kb memory is enough for 
ga a TS-block memory card, : 


2 GameBoy laughs). 








- , the Bee of the PDA? oe 
oe one as ate of the Memory 


> memory you can enter a lot of 
- » game information. 





— has been eight months 
since its arcade debut, and 
Pocket Fighter, one of the stranger 44 
Capcom fighting titles, will be finally © = 
_ released this June for the PlayStation! 





Pa: Speed a 


a titles, You! I echt notice hee the 
action is a lot faster than what you're 
normally used to, due to a remarkable 
_ framerate. Each stage has lots of traps 
and pitfalls for you to avoid. It can best 
be described as an “out of the frying 

pan into the fire” platform 
meets Zelda game- 
play. If you're not #1 
paying atten-~ 
tion, it'll be game 
oe. for you! 
: _lhe ee has many 


oS can n take out by hit- | 
ting the sword button, 
or by “charging” your & PS 
~ sword with the block button §~ 
before delivering a lethal 4 

















oe A Soetin hs Dba ete howe ¢ our hero 2 


Musashi proves that Square can rock v 


Paton Somos, too. 


spinning blow. When you've dis- 
patched them, you must collect gems 
and power-ups to advance through the 
game. Brave Fencer Musashiden isn't 
just about fighting enemies, 


MA walls, bridges, and machines. — 


Sey, «~——«But the true charm of action | 
iY / /games are the boss — 
Phere. right? Well, - 
Peeve Fencer has bosses — 
aplenty. They use everything © 
from vicious fire attacks to scor- 
“e oe _ pior-like tail attacks! Use your 
SZ head in this one, tough ay 


3 Ss though, as it will have plenty | 
if of fleeing, running, and jump- 
ing. It will also feature moved - 


The moves in the game are aloteasi & 
er to pull off, with gems strengthening 
the effect of your super moves. It has 
many puzzle elements as well. This 
being a PlayStation port, Pocket 
Fighter features many new 
modes, including “Free 
Battle,” “Running 
Battle, and Irain- // / 
ing.” Free Battle /Vja 

Mode allows you/ | 
to select how large 
your health meter \' 
is, and Running \ 
Battle Mode Is like a \. 
Sudden Death match. 

This will be a must for all Street 
Fighter and Darkstalkers fans! See 
our preview on page 46 for even more 
info on Pocket Fighter. 


& This Capcom title has a lot of in-jokes 
and cute characters. Look out, Hell 
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the software, they'll tell you what they want fromthe 
PDA. Like a larger screen or more buttons. Ifyouwere 
rewrite programs, right? What kind of tg sketch out what they would like, it would look like oo 


TE is there ant hing else you can say y regarding a 


», Card. Within those 15 blocks of _ iuncton with the e PyStaon We dane want a ice _ 
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PARIS-SAN, 
| THINK I'M IN 2 f 
AYA BREA IS TOUGH, 
BEAUTIFUL, HAS HER OWN 
GAME...SHE'S AN 
OTAKU DREAM! 








































> Aya Brea is a 25-year-old New York 
Metropolitan Police Department detective. 


=> hristmas Eve, 1997. New York Metropolitan Police detective Aya Brea and’ | = oe ee 3 
| her boyfriend are at the opera. Suddenly, the actors on stage sponta- ou See 
Sah combust. Aya grabs her gun and runs up to the stage, where she hears the eet 
lead actress laugh in a loud voice. In unison with the actress's Soprano voice, the aes 
people surrounding her burst into flames. Aya asks, “VVho are you?” The actress 
replies, “I... l'm Eve.” With that, the war for the existence of the species begins. 

Parasite Eve, Square's big-budget horror title, appeared in Tully playable form at 
the Tokyo Game Show—and despite how It may first appear, it proved to be any- 
thing but a Resident Evil imitator. Developed at Square's recently established stu- 
dios in Honolulu, Hawaii, Parasite Eve stands poised to be the next big-buaget suc- 
cess from the company behind such RPGs as Final Fantasy Vil. 

Following the exquisite CG-rendered introduction, you are thrust into New 
York's borough of Manhattan and Its outskirts, as well as its sewer system. The 
game has a FFVil-style appearance, but it appears to be a big improvement. The 
character's point of view changes and shifts, just like a movie (or Resident Evil), 
but its battle system is another story altogether. 

Once in battle mode, Aya uses ner ser- 
vice revolver. Using a variant of Squares 
Active Time Battle system (the same used 
in Final Fantasy Vil), the game makes you 
wait until your time meter is filled before 
attacking. Once your turn comes up, 4a 
wireframe dome appears showing optimal 
range to Ayas target. 

Aya can run around the screen during 
oe 4 battles, which proves extremely useful for 

scnauearsseanes a oe evading enemies’ attacks. Depending on 
. Scare did an excellent job with the type of attack the mutants use, Aya 
eee will either fully dodge them or be slightly 
grazed. Alternately, the closer she Is to ner 
adversaries when she attacks, the greater the damage they take. 
| With its dark atmosphere and overthe-top special effects, 
a AO Parasite Eve truly conveys a fusion of Final Fantasy VI/ and 
is fi Hollywood. The game’s backgrounds are superbly detailed 
(about on par with Resident Evil 2), and all the characters’ ani- 
mation is extremely smooth. High polygon counts appear 
throughout, especially on the larger creatures. 
Parasite Eve has already been released in Japan and Is 
slated to appear in the U.S. later this year, so watch out! 




















4 The moody areas provide great atmosphere. . Don’t worry, Shadow Tower has plenty of 


crispy critters for all of you survival-horror fans! 








Daniel “Bo” Dollis 
is the cool 42-year- 
old veteran detec- 

tive who has a 

“father-daughter” 


partnership with 











Kunihike Maeda is a 35-year-old 
chemist who works for a Japanese 
University Pharmaceutical Laboratory. 
His specialty is mitochondria. 










ALWAYS NICE WORKING 
WITH YOU, PAR/S-SAN/ 
NOW REMEMBER, MUM'S THE 
WORD ABOUT WHO SNUCK 
YOU THAT COPY OF METAL 
GEAR! CAND DON'T FORGET, 
/ SAW AYA FIRST, 
SHE'S MINE!) 


Ahhh, the Tokyo Game Show. It kind of makes 
you wish there was a subway that picked you 
up at your house and dropped you off in front 
of the Makuhari Messe! Stay tuned for a 
more information regarding the next Tokyo - 
Game Show in Fall, as well as new software and. 
Otaku into. ‘Til then, /ya ne! 
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GAMES REVIEWED 
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e here at PSM want you to know that we take 

) our reviews very seriously. Just like you, 

we ve been burnt before by bad games (and these 
days, It aint so easy to get the store to take em 
back!). So when we sit down to review a new title, 


we look at It like this: if we had Just shelled out fifty 


or so hard-earned bucks for the game, now satisfied 
would we be? 
To summarize a game's overall worth, we use the 


traditional “five-star” ratings scale. If we give a game a 


Tull five Stars, it's our guarantee that you can't go wrong 
with It, SO go out there and pick it up! 
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A PlayStation classic that no fan should be without. 
A can't-miss game, no matter who you are! 


A really well-done game. If you're a fan of the genre, 
you should definitely check this one out. 


but it has some redeeming qualities, as well. 


of the genre or license, otherwise, don't bother. 


its not worth one second of your time. 





A pretty good game. It has its share of rough spots, 


Don't even make eye-contact with this one— 
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E © these are the categories that we think are 
fe _ most important when rating a game. Each 
is is s rated c ona scale from 1 to 5. : 
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— This i is ne ae 
i Game 
- Summary. | 
It’s kind of © 
like “Cliff's 
aye reo 
all you 
: x who 


won't read — 
the whole - 


ae 


yee Ua SER ar en eenen IE DISC Hece Deanne 
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With our Replay Chart, you can see the oheibal licepan « a 
game at a glance! Some games are great fun af first, but 
quickly wear thin. Others are tough to get into, but real y take 

_off if you stick with ‘em. A 5 means that you will be playing it 

Bemstopr while a 1 means its Praceonya in the closet. | 
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== \hese are our ratings for 





Maybe worth a quick look if you're a diehard fan | | 


* _/ some of the games released 
over the past several months. 
Check ‘em out for any titles you 
may have missed! 

Alundra S33 

Arc.’s Gr. Hits: eee Col. 2 Gee 
Auto Destruct 3301/2 

Bloody Roar t9tstaes 

Breath of Fire f CIO 1/2 

Broken Sword OO1/2 

Cool Boarders 2 6361/2 

Courier Crisis 1/2 

Crash Bandicoot 2 oie 

Dead or Alive e696 /2 

Diablo 31/2 

Dragon Ball GT Final Bout & 

Duke Nukem: TM @3eotaes 
Fantastic Four 1/2 








FIFA ‘98 6001/2 

Final Fantasy Tactics @@3t6 
Frogger 

Gex: Enter the Gecko S3tstats 
HotShots Golf See 

Jet Moto 2 6661/2 

Judge Dredd €91/2 

Lode Runner 3391/2 

Micro Machines V3 3631/2 

MK Mythologies: Sub Zero 6331/2 
Monopoly 91/2 

Monster Rancher @35t1/2 
Nag. Winter Olympics ‘98 € 
NBA: In The Zone ‘98 Ge 
NBA Live ‘98 eee 

NBA Shootout ‘98 31/2 
NCAA March Maaness ‘98 Ce 
NCAA GameBreaker ‘98 3st 
NFSIII: Hot Pursuit 90001/2 
Need For Speed: V-Rally 31/2 
Newman/Haas Racing 9391/2 
NHL “98 G3e3ee1/2 
Nightmare Creatures S63 
One Goes 





ast 1/2 


31/2 
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Pitfall 3-D Cotoeete 

Point Blank 3tt91/2 

Punky Skunk 39 

Rampage World Tour 91/2 
Ray Tracers @@ 

Reboot tstt91/2 

Red Asphalt ates 


Resident Evil 2 Gotsesea 


Riven Ste 

Shadow Master 1/2 
skull Monkeys 3033 
Spawn The Eternal 1/2 
Speed Racer 33 

Star Wars: MOTK 3 
Tennis Arena 3 

Test Drive 4 totoeoes 
Theme Hospital totaeaes 
Time Crisis Ge 

Tomb Raider 2 (3tststaes 
Triple Play ‘99 totes 

VR sp. ae Racing € 
WCW Nitro S¢ 

X-Men: COTA S a 
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The hidden characters, 
Gon and Doctor B., are but 
a few of the extras in this 
excellent conversion. 
















Granted, this sequel is not a huge step forward for the series, but it does improve 
upon several elements that were lacking in the past two games. Previously, side- 
stepping was limited to certain characters and moves. Now, everyone can take 
advantage of this invaluable technique. Reversals have also been upgraded and bal- 
anced with the addition of the Reversal Counter. Now, you can actually counter 
almost every reversal that an opponent may try. 
Unfortunately, [ekken 3 also has some problems that need to be mentioned. 
First off, the game shows little innovation. Sure it builds upon its predecessors, but 
Sts | : ne Se it brings nothing really new to the genre. There is simply little here that hasn't been 
Beautiful backgrounds coupled with highly detailed .characters inalee-Tekices 3 ac seen or done before. You might even just consider Tekken 3 as a more refined ver- 
much fun to look at as it is to play! And people said it couldn’t be done on PlayStation... sion of Tekken 2, with some extras. It does look better and have more balanced 


gameplay, but that is about it This is a sad Tact when you consider that Dead or Alive 
THE TOP py AYSTATION FIGHTING ER ANCHISE _ came out much earlier, but is far more innovative. 
RETURNS, AND IT DOESN'T DISAPPOINT 


The other problem concerns the controls. Jekken 3 some- 
times requires far too much precision when inputting commands, 
especially when you find out how difficult some of the more 

my hroughout the history of the PlayStation, the release of complex moves and combos really are. Most players already 
a new /ekken game has always been considered a 

major event. After all, Namco has always strived to make its 
home conversions even better than the arcade originals by 


nave problems using the PlayStation controller for fighting 
games, but it works fine when the games are a bit lenient. 

adding new characters, endings, and extra game modes. And 

with Tekken 3, Namco has done it again. 


Tekken 3 is not, which may lead to some frustrated gamers. 
Visually, Tekken 3 is a sight to behold. Characters look 


Still, even with these two faults, Tekken 3 proves how 
good an arcade conversion can be if the developers really 
care. And Namco cares. Its attention to detail makes Tekken 

amazingly detailed and resemble their arcade counterparts 3 one the ie polished th 
almost perfectly. Little polygon clipping can be seen, even when mek c ie Re ey 
the larger characters try to throw each other (this was always a prob- q “4 a mi as one of the 
lem in the past). Backgrounds have also been reproduced quite well, greates ts Bee ever 
and are so detailed that they actually look fully 3-D. Fortunately, even "ee ; seen on the riayotation. 
ft | teat : ee : A rather interesting 
with all this graphical eye candy, /ekken 3 still maintains a very addition, the Tekken Force 
smooth and consistent framerate. Some slowdown is present, but Mede looks and plays an 
awful lot like Capcom’s 


only in very rare instances, so most players will never notice. Final Fight series. 
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4 The Training Mode has been 
enhanced since Tekken 2, and 
provides a great place to practice 
special moves and combos. 
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GAME * SUMMARY 
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Date YY oe: ie 
Sidestepping is probably the best addition to Tekken 3, and allows characters to move ae i : \ i i sa b i it - zs 
around freely during fights. You can dodge an attack and counter with one of your own. Xs RUST aaah PONVERSION AS al ARE HNN Tana 
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kee the best action game c of all time. It doesn't quite reach that may but it still 
manages to provide some fun despite its faults. 
Environments seem a litt 
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to keep the game more ® interesting and challenging. The swimming levels are a 
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Decovony| is the nature OT Bich nov the Car reacts to a certain turn, ee amo, 
or wall: how a perfectly timed jump over downtown buildings can shave seconds off 
the clock; how exhilarating it feels to cruise hundreds of feet above the city by the 
bay, in mid-air...in a car. The actual racing element is arbitrary. 

The PlayStation port may look like Rush. It may sound like Rush. But it isn’t Rush. 
Just because you've rendered the same three tracks from the arcade doesn't mean 
you've got a port. The feeling just isn’t here. Forget about letting up on the gas 
pedal—your car sticks to the roads like a lead tank, taking sharp turns with unchal- 
lenging ease, and dropping like a rock off of jumps where it should take tremendous 
flight. Subtle bumps have no effect on your vehicle—the awesome yet exaggerat- 
ed physics model of the arcade simply wasn’t followed in this PlayStation hack. 
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onsidering how fong B Blasto v was pushed Baek ‘you iweud ee it tobe 


: ttle sparse at first, with only a ae fl ra J platforms and 
crates to travel on. However, later levels reveal more varied and detailed | areas. ae Ag 
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Sure, it looks enough like 
the arcade Rush—but remem- 
ber, looks aren’t everything. 


Just getting a race started Is a chore in itself. Not only do you have to sit through 
wave after wave of option screens, selecting the track, car, transmission, and racing 
mode, but each one also has load times that are simply agony to sit through. Even 
when you want to restart the race on the same track, the game has to go into its 
loading sequence. It's just not worth the grief. 

As a racing game that compares to, say, Ridge Racer, we 
would have rated Rush a bit higher. Some of the 
modes, including two-player by link or split 
screen, and the “explosion mode” where 
you have to keep your car above 55, are 
pretty cool. But adopting the San Francisco % xe ere 
Rush name means more than adopting the ‘fie Sas 
same cars and tracks of the arcade. It's all ™ | 
about subtleties, and unfortunately this conver- 
sion Is as rough a translation as you can get. 
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< All the bosses have sever- i oe ‘. geome 
Oe eel 


ee ee ee ee ey 6) al layers of armor that you 
i pemeatines = Se ie 8 2= this first level boss has This is the beginning of one of the middle levels, where things will really start to get 
<a amndetties oreo gece Set ys eee a ie iF == already been destroyed. hectic. That’s not to say that the previous levels were any kind of cakewalk! 


SQUARE PROVES THAT THE SHOOTER IS NOT DEAD 


S ) quare's masterpiece, Einhander, has raised the side-scrolling shooter to 
, new heights of sophistication and finesse. A couple of recent shooters 
like RayStorm and Xevious 3-D have gone for a newer, all-polygonal look, but they 
brought no other real innovations to the genre. The graphics in Einhander are all 
polygonal as well, but it's the quality of those graphics and their subtle details that 
raise the look of the game to what we can honestly say is the best we've seen in 
the genre. Your ship, every enemy, the bosses, and even the backgrounds all have 
a massive amount of animations. It's easy to miss most of the animations because 
of the extremely intense action, but their existence alone shows the effort and 
love that went into this title. And if you like explosions, then this is your game. Just 
about everything will blow up, each differently from the next. You can even blow 
up the leftover fragments of stuff that you just blew up! 
The graphics are revolutionary, but there’s so much more to this game. All that 
gamers love about traditional shooters is here: a ton of enemies that travel in 
memorizable patterns, powerfully huge bosses that take up the entire 
screen, and lots of cool weapons. You choose from three different ships to 
play, and you can earn two hidden bonus ships. Each ship's speed can be 
changed on the fly by using R2 and L2, adding more depth to the control 
interface. All the fighters’ designs are based around an arm that can pick up ee _ ee 
weapons and use them in two different positions for different effects. The EN | 4 Baddies may always move in the same patterns, 
expert ship has two of these arms, allowing for an almost endless amount ee BMD: cawcdtike serael No desc ie ote ae 
of weapon configurations. Weapons themselves come in many forms, rang- . 
Ing from the quick-firing Vulcan gun to the devastating grenade launcher. Inve ned weeaberis Gs you to NEL: Check con 
The moveable arm adds a refreshing bit of strategy to a genre based on ROR eneey = these two wasp missile pick-ups—the wasp missile 
twitchy response for success. Add to that multiple branch- i. a Hes ea == ‘|S one of the better weapons in the game. 
es, hidden bonuses, a moody trance music te 
soundtrack, and a pretty steep learning «(liste 
curve and you have the next generation _,¢@fiessiie ass = 
of the shooter. There is still room to (gaia te 
grow for Einhander 2 if Square antes 
decides to go that route, though—_ 7== = 
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| As many of the baddies are destroyed they will 
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Here you have to escape just in time as the boss explodes into a giant blaze. It’s 
moments like this that make Einhander an extremely satisfying gameplay experience. 








4 WWWEPSMONLINE.COM SbAAEAMAbLpAAbAséddd hiya butudedsdnaceadd bg hMMa SAAbmanhoasdnapdahanlaaaahnadduanasheiabadaabecennmbias JUNE 19948 


A 


f bis ani 
@ | ay ! ey 
pro by Fides (IRSIEN ARERR, GSGSRETD Ge ey GSA pee 
i oe a ijn "oe wee k i i fH a / 
| | het Chel ed mm mi A am 
|= a a Lk ae L * ieececke! By 


Sony ao teed 


The backgrounds are 


active, and don’t allow for 


a. A 
7 LW Tactics, loads of long-time fans and RPG converts have been eagerly 


awaiting the arrival of SaGa Frontier, the only U.S. released title In the Romancing 


SaGa series. On the surface, the game seems to contain plenty of coo! features, 


like seven completely separate quests to complete, gorgeous pre-rendered back- 


grounds, and an orchestral soundtrack. The game also boasts an in-depth system 
of spells, techniques, and abilities divided among different character species to use 
in battle. All of these factors add up to a title with a lot of potential, but unfortunately 
SaGa Frontier is unable to use its strengths enough to mask several primary flaws. 
The mission objective for each character is unique, and although they all share 
the same world (with the exact same locations, cities, etc.), you'll find that 
they must go about their tasks in different orders and sequences. 
Although this definitely adds depth to the game, the mission 
objectives are poorly explained during character introductions 
| and the amount of story development |s thin. 
—~ You'll often find yourself wandering around wast- 
it, ing extensive periods of time. The usually enjoyable task 
hs of talking to townspeople for guidance Is rendered useless, 
a since they rarely offer any helpful information. This over- 
sight emphasizes the seemingly random and illogical pro- 
gression of each storyline, and it exposes the dullness of 
much of the game's dialogue. Add to this the ridiculous 
difficulty level of early combat, and an unevenly paced 
system of spell and technique acquisition, and It may 

be more than any RPG fan can bear. 











Frontier to keep you going. However, it may be tough for 
even the most die-hard Square fan to see the game through. 
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Criticom, which was developed k by Kronos. 
Sony enlisted that same company to oh 
- Cardinal Syn.Notagoodstart. = 
a eet in med eval times, ee Syn 





I become ruler of the land! on course, on 


unfortunately not very inter- 
| has her own ideas about who should rule... 


much searching or exploring. 


“) fter the monumental success of Final Fantasy VII and Final Fantasy 


But if you can stick it out, you may find enough in SaGa 





















ome of you eee PlayStation owners s may remem- 
ber a particularly bad fighting game called © : 
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. < Cardinal Syn features 
~~ SS mae ee some rather: cool igh hing a 
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are revealed each time you play through the game. The two bosses, Syn and Kron, 


are also hidden. The character designs range from OK to just plain gooty. 
__ As far as the fighting system goes, Kronos needs to go back to the drawing 


board. Virtually every game that the company has developed plays exactly the same 
way, and it's never worked. They lack both depth and balance, favoring the gamer — 
_ who simply whales on the buttons. Even the addition ee sl D character ee) 
et like in Tobal 1) doesn’ t oe much, . 





“which give pbareelor eel magic stake AlG6, aha arena feature some Sort a 
pad oo you a a to avoid, like spikes, acid pools, and flowing lava AS you 


“But in ‘the a the new ‘stuf ‘ost isn " SLC, to Fane up for the ificeiaoeon 


: tro characters and a poorly-designed fighting system. And with all of the FMV seg- 
-ments that you have to skip through, it looks like Kronos. spent more time on pre- 
| eepianion than ayyeng else. fone6 on, ee You should have known better. 
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THE ONLY GAME THAT TOTALLY SATISFIES YOUR NEED FOR SPEED! 


¢Leap short distances using the Mach 5’s auto-jacks. * Activate the Mach 5’s deflector and periscope to race underwater 
«Powerful rotary saws slash and cut a forest-full of trees. 
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Forsaken is a beautiful 
looking game, and it’s 
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9") orsaken is Acclaim’s spiritual remake of Descent for the PlayStation—and 
Le > man, is it good. The plot is really just fluff: you are a thief raiding the waste- 
lands of a destroyed Earth, looking for gold (which for some reason Is just tloating 
around). You will have to fight off rival bikers and a variety of high-power defense 
systems to escape from each level. Don't let the plot tool you, though, Forsaken |s 
exceptional in almost every other way. 

Like the previous games of this type, Descent and Descent Maximum, 
Forsaken puts you in a ship navigating huge mazes and shooting plenty of enemies. 
The similarities all end there however, because Forsaken |s a technological tour de 
force on the PlayStation. Unlike the choppy, boring levels of Descent, Forsaken's 
levels are beautifully designed with lots of color and plenty of twists and turns. 
Almost every special effect imaginable is used in the game—trom the cool lighting 
when you launch weapons, to transparent cloaked ships that appear out of 
nowhere to blast you to bits. Even with the screen full of enemies, the game 
doesn't slow below 30 FPS (wow!}). 

Forsaken plays great, and after overcoming a fairly significant learning curve 
with the controls, it is excellently paced and exciting. The music is a subtle pound- 
ing techno beat that drives you forward into the game. If there are any problems 
with Forsaken, they lie with the ho-hum two-player mode. Frankly, only so much 
excitement can be gained from two people shooting at each other. The only other 
problem stems from the fact that the game runs so 
smoothly through such dizzying 
mazes—if you are In any Way mses: 
subject to motion sickness, you / i 
might be in for a rough ride. : 
Overall, if you crave some ‘| Ssaiaaey 
intense 3-D shooting action with gor- La, i, 
geous graphics, Forsaken is for you. nn, 
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Ss aldne seher of sae ae same can ‘be esi of Baceball eons but with , 
MLB 99, Sony Is hoping | to break out of those doldrums, and at the same time step a 
, our from the shadow of its main competition—EAs. Triple Play s series. [ 






packed with plenty of action. —_gsa 


oe | ee ae 


Ae ugly at rere. a 1 presentation aWevet. MB carte even » compete ee 
ge Play, and comes off looking a little bland. . 















MLB “99 looks better than Triple Play ‘99, but in others it looks . 





In some ways, 


“worse. Player animations are much smoother and individual players look more real- : 
istic in Sony's game, but the stadiums, diamonds, and crowds are far less polished 
| than EA's title. This results | in mi nish-mashed graphics th that are excellent at times and 
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se -| The Sele in Sony’s 
ia" MLB ’99 are really | 
: | smooth, but the stadiums — 
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Interms of fielding control, MLBis certainly t more ‘responsive ter Triple Play a 


: it is not without problems of its own. When a ball is hit between the infield and out- 


field it's difficult to determine which player the computer has selected for you to con- 


trol. This inevitably causes a frustrating moment of delay that often results in a 
dropped ball. Also, it's difficult to master the fine control necessary to catch ere 
oh In real ite ve be. a | sure ee for a a maj jor rleaee outfielder. 


ate ales the siteherfbatier Shandon ntighly en na ae the batter a a 


keeps the game intense at all times. 
{tall comes down to this: MLB ’99 focuses on 5. over - presentation while /riple 


Pr , Play focuses on just the. opposite, and neither really distinguishes itself from the 
e 2 oe We just wish a baseball title ve come a that ofeied both. 
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UMISING IDEA CRIPPLED BY SERIOUS FLAWS 


hen Eidos first began heralding the praises of Deathtrap Dungeon, it 

couldn't have sounded better. After all, who wouldn't want a game that 
mixed the best elements of third-person adventure games with the fantasy world of 
lan Livingstone's timeless Fighting Fantasy books? And coming from the company 
that brought us Tomb Raider, what could possibly go wrong? Well, not everything, 
but pretty darn close. 

Deathtrap Dungeon isn't without a few merits. Delivering on its name, the 
game's traps and puzzles are often ingenious. And as far as dungeons go, they're 
some of the best and most convincing we've ever seen. Many of the enemies are 
also wonderfully designed, and the game is, overall, very visually appealing. 

But how hath Deathtrap Dungeon failed us? Let us count the ways. Plain and robotic. And when you flip a switch, you'd expect your char- 
simple, everything falls apart on the technical level. First and foremost, the 3-D — acter’s hand to carry out the appropriate motion. Not in this 
engine Is slow. Painfully slow. Compounding this, character animation is almost dungeon. Enemy intelligence is equally shoddy; bad 


guys run aimlessly into walls on many an occasion. 
The final nail in the coffin proves to be the control. 
It's touchy when you most need accuracy, and 
slow to respond when fast action is required. 
Deathtrap Dungeon proves that just 
because an idea sounds good, it won't nec- 
essarily be so once implemented. An ambi- 
tious project from the outset, it fails to live up to 
the hype—as well as to the standard of adven- 
ture weve come to expect from Eidos (7Jomb 
Raider, anyone?). Only die-hard fantasy fans need 
to check this one out. 





| St Deathtrap Dungeon was 
_ + | @ promising idea, but it’s 
"| hampered by endless 

| technical shortcomings. 
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Some superhero. He doesn 
even know the definition of 
fearless and courageous. 


No x-ray eyes. 

No fancy-schmancy 
belt. What’s so 
special about 

this guy?. 
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Sony Computer Entertainment logo is a trademark of Sony Corporation, PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment inc. Blasto, Captain Blasto and 


Why does this wiseguy 
get all the glory? 


A superhero 
should eat 
his protein. 
Not ride 
around on it. 


Pe er 


Pete LEY 


What kind of 
superhero hangs 
around with 
floozies? 





Free-roaming 3-D gameplay. Fully interactive sound and envi- 
ronments. Hard-core action shooting and open exploration. Classic 


ents. A 
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d the occasional intergalactic wed 
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Develops 


~ ® Crash doesn’t real- 
ly look any different 
_ since his last game—at 
least, in the early ver- 
sion of Crash 3 that we 
got fo spend time with. 
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“ A The ¢ Great Wall of China can in ee to Aeneas You’ ve gotta ens all e pte 
| smash all the crates, and doxige'al al ine barrels—and inen the dragons come at yal: 





4 Some stunning new ee affects will 
be introduced in Crash 3. Just check out 
Crash’s cool new reflection in the water. 


A Yen, it it’s a rcraahg game, so you can bet 
that there will be more than enough 
crates for you to smash open. 
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One of the new vehicles 

that we've seen sofaris this. 
underwater jet-Ski type 

thing. Crash will swim - 
across one from time to | 
time in the underwater lev- 
els, and it's a blast to drive! 
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E om A } op. quiz: which PlayStation 

fiw game has sold the most 
SOBIES inthe U.S.? Tomb Raider? Nope. 
Resident Evil? Sorry. Tekken? Try again—it's 
Crash. Thats right—the original Cresh Bana- 
icoot is the most successful PlayStation game 
ever released in North America. If that comes 
as a surprise to you, it shouldn't. For the past 
few years, the developers at Naughty Dog 
have been doing some of the best game 
design anywnere, and they just keep getting 
better with each new game. By their own — 
admission, this may be their last Crash game, 
at least for a long while. And if itis, then they're 
looking to go out with a bang. 

The underlying theme for Crash 3 mes 
is not the final title, by the way) is — 
time travel. The storyline isn’t fin- 
ished yet, but Crash's arch- 
nemesis Neo Cortex is 
Somehow going to screw 
with the timeline, prompting 
Crash to travel to different 
periods in time to set things ¥~ 
right. The stages include a N@& 
Jurassic period (complete with 
dinosaurs), Medieval times, the 
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A Diving down through these _ 





ferent types of gameplay. So tor example, a Tor- 
ward-scrolling level might seamlessly transition 
into side-scrolling, and then into a traditional 
Crash “chase” level. The gameplay is still lin- 
ear, with level branching but no free-roaming. 
As for new features, Crash 3 has plenty. 
First off, there's some new moves: the Double- 
Jump and Super Spin. The new Super Spin is 
really cool. lf you just tap the button Crash will 
spin once as normal, but if you keep rapidly 
pressing it, he will spin out of control, knocking 
over everything in his path. You can also use 
this move to glide short distances from high-up 
places. As for the new rides, Crash can now zip 
around on a submersible jet-ski, swim in his 
SCUBA gear, or ride a baby T-Rex. Coco can 
even ride a baby Tiger! Aku Aku ts back 
mand may give spoken hints (it isn’t 
7, “decided yet), and he now has an 
\ “evil twin” of sorts named Uka 
. Uka. Just as you would expect, 
} Crash 3\s packed with secrets. 
™ Along with the Gems and 
my Crystals from the first two 
” games, you now have to collect 
Relics, which you get from complet- 
ing courses in the Time Attack 


Great Wall of China, and Atlantis — subes can be tricky if the mode. lf you get all of the Relics, 
(both above and below water). ‘urrentisn’t going your way. ——_ you'll open an extra hidden level. 


Along with Cortex, N. Gin returns | 
as well. A new menace to look forward to in 
Crash 3 goes by the name of N. Tropy. And — 
alSo reappearing is Crash’s sister Coco, who 
you can now actually play as in some levels. 
The game is set up basically the same as 
Crash 2. You start out in one central Warp 
Room, and from there you can access the six — 
different time periods. Unlike the previous 
games, many stages now include several dif- 








We were lucky enough to get 


an exclusive hands-on test with the game, and 
we can tell you that it's looking really, really 


good. There was a huge leap from Crash 7 to 
Crash 2, and you can expect the same jump in 
quality for Crash 3. Even at this early stage of 
development, the game already feels great and 
is a joy to just pick up and play. We ll see more 
of Crash 3 at the E3 show in May, and we 
should have some new info for you next issue! 
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ane Se the go, and it can lengthen your jump. 
that should come in pretty handy. 
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A This goat from the Medieval stage pretty much just walks back and forth, but apparently that’s 
more than enough to warrant Crash spinning his sorry butt right off the side of the screen. 
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¥ Cortex is back, and he’s up to no good again. See, the 
problem with these cutesy mascot-type heroes is 
that they just don’t have that killing edge. 
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A You just know it’s a platform game 
when you see a floating crate. Crash 3 
has lots more stuff above and below you 
that you have to stay on the lookout for. 
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A. Aku Aku is back, along with his evil twin, Uka a These cool Chinese dragons swoop , down at 
Uka. Little is known about the new guy, though. you in the Great Wall of China levels. Jump! 
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« Here’s an up-close shot of Coco before she __ Here she is in action with the tiger. At this 
Boe tL “em Peer ee eee up with her higer friend inthe Great —_ point, we don’t know much else about how 
4 The end of the level is in sight—just be sure to A Here’s Crash in his new SCUBA gear. Man, just Wall of China stage. She looks pretty much —_ she'll play in the rest of the game, but we're 
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grab all of the fruit and pick up that extra life on — check out the smooth light effects hitting the top tal ad RO Ll lil eal da i 


your way out. You’re gonna need it all! of the water... Pretty awesome, huh? 
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_ aAHere's a funny new death animation. If the A ...Then a startling transformation occurs ‘right 4 ...And the frog becomes a princess! Why this 
_ frog in the Medieval level pounces on you... before your very eyes... —o is so bad that it kills Crash, we'll never know. 


4 You've rally 
gotta hand it to 
“ y  Crash—no mat- 

? ter what dark, 

7 devious plan Cortex 
7 hatches, he still man- 
> ages to keep a smile. 
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> In the Great Wall of China 
stages, you can spring up fo 
higher areas... 


4 ...10 
grab some 
hidden 
bonus 
goodies. 
Just don’t 
look 
down—it'’s 
a long 


way back 
tothe 


ground! 
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- That's right, you can now 
play as Crash’s sister Coco in 
many of the levels! 


ae 


-- & Saving and continuing your game A In the Jurassic levels, you have to A Shark Attack! These predators 
| works pretty much the same as itdid quickly clear out the tall grass or it par the underwater areas, and can 
in Crash 2, with crates acting as will slow you down when you're a real pain to navigate around on 
checkpoints. Just don’t miss ‘em! being chased by the triceratops. your underwater sled, 
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annihilation. Your tactics? Outwit and 
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in fierce real-time 3D battles. The 


aT Corey Cer Absolute destruction. 
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CoOsSTuUmMe 
CHANGES 

Esc ih 
(YIADONNA 
A character changes more times In a sin- 
gle match than Madonna does in an 
entire world tour. VVhen you start a 
combo, characters will change outtits 
with each hit. Specials and taunts will 
also activate new costumes. It's these 


numerous outfits and wacky animations 
that give the ae its gat charm. 


A For this spec 
fic cop and direc: 
her Street Fighte 
screen and 0 
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All the backgrounds are packed with hilarious inside ‘okes cnd= 
mutated characters from every Capcom fighter made. Check out — 
Honda and Cammy getting served at the bar by Dee Jay, and look 
for Guile and Charlie having a conversation in the corner. 


2 Fighting 
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he Capcom fighting mutation known. as Pocket Fighter is 
coming straight from the arcade to your PlayStation, and 


~gooner than you might think. Based mostly on Super Street 
~ Fighter Il Turbo, Pocket Fighter features almost all of the Capcom- 


licensed characters in one form or another, and all “cutified” with 
super-deformed bodies. The whole presentation !s entirely charm- 
ing and extremely hilarious if you're a Capcom fan—tt's like the 


entire game is just one big inside joke. 


Pocket Fighter plays like the arcade version, which has the 
Same mechanics as any of the Street Fighter-ish Capcom games, 


~ but with simplified controls. The game has only three buttons: 


Punch, Kick, and Special. The tierce, strong, and jab are gone, but 
the Special button Is pretty interesting. Pressing it charges a move 
where the characters will pull out some kind of wacky object and 
whap their opponents with it. It may not be a sophisticated fight- 
er with a ton of depth, but Pocket Fighter could more than make 
up for that with its wacky animations and simple, charming fun. 
The gems from Puzzle Fighter remain and are used to power 


~ up each character's three specials. However, the specials cause 


no block damage, which contributes to the simplified gameplay. 
Gems come in three colors, and each one powers-up a special. 
The gems also come in a variety of sizes and are exchanged 


-between opponents during a battle. Supers are powered-up the 


normal way, with a super power bar. The different modes of play 
you tind in the other Capcom home Tighters (arcade, Vs.,-and train- 


ing) will-all be included, as well as a couple new modes. The 


Running Battle is a race against the clock to fight all 12 characters. 
Also new will be an Edit Fighter mode, where you can take a psy- 


~_ chological test to determine a sub-boss character's profile. You will 
- then be able to fight against the customized character. This mode 


may add that bit of needed depth to interest players other than 


~ just the Capcom fanatics. Super-deformed 
— Street Fighter characters are onthe = 
~ way to win you over—just don't a 

expect anything too macho. [ 
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Pocket Fighter is pure cute- 43% 


| The characters that 
~ compose Pocket 
Fighter were origi- 


| Street Fighter 
and 
Darkstalkers 
series. Chun Li, 
Ryu, and Zangief 
were from the 
original Street 
Fighter cast. 


Power-ups will occasionally appear. Some 
will cause damage when used against your 
opponent, like the banana peel, but there 
also peeves that come in the shape of food. 


-— FIGHTING Game, BASED ON FL 


fer eie: GAME, BASED ON A FIGHTING GAMEFP 


The progression from the original Street Fighter games of ae past to the oll ‘ent Pocket Fighter has been quite a muta- 
tion. The long-running Street mene Sos (cS) inspired Sieg eee ecg 2 Turbo, a puzzle game with super-deformed SF 
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PM eRe Unc) are rl oe Pan eee 
Man. And watch out, because her arm 
blaster is hahah od al mega seeti as 


» Street 
Fighter 
started it 
el aia Le 
memo- 
rable char- 

acters and Ped se ‘a ek ae 
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ing mechanics. ea om a er. 


A Morrigan has the wheel chair eae 


move, which travels across the entire screen. 
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Vee eal I Site is a puzzle game featur- 
ing super-deformed characters. 


: oo Cr Paz ze ea Sec back to a fight- 
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head characters from Puzzle Fighter and 
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Publisher Psygnosis 
Developer Psygnosis 





» Merten’s ship 
aon : | rite is flying along 
| the side of a 
See | Se large Navy cap- 
j ital ship. The 
=| | middle section 
: zs of the large 
ship is animat- 
* . o > e . T ars -- e See me Ht, ss Ere 8 2 “a s iF 2 ed, maki ng it 
wie 7 ¥ V¥GIO 4&2 iOS GUI ™aic yuu it AY! spin around, 





tee24 ight now at the Psygnosis — 

2 Jn Studios in Liverpool, 

England, a twenty-person — 
team is hard at work on the 
sequel to last year's mind- 
blowing, landmark title 
Colony Wars. Inis time 

around you will be on the 
Navy's side of the battle, tight- 
ing tor revenge against the 
League of Free Worlds. 

The story begins where the fifth end- 
ing of the first game leit off. In that ending, 
the League closes the worm hole to Sol, 
locking the Navy in Its native system to fight 
amongst itself over the few remaining 
resources. Since then, the league has 
become filthy rich and corrupted. The guy 
who the League sent to close the worm 
hole to Sol wasnt told that it was a suicide 
mission, and he got stuck on the other side. 
Needless to say, ne has become extremely 
bitter. He manages to take control of the 
Navy, rebuilding it from the remains of the 
previous war. VVith the Navy somewnat 
strong again, the time to strike back at the 
League has arrived. In your first mission, 
you will have to re-open the worm hole, 
thus beginning the bloodshed and revenge 
of Colony Wars 2: Vengeance. 

Many aitferent aspects of the game are 
being changed for the sequel. It will be 
much more character-based, as you take on 
the roll of a single character rather than the 
nameless pilot approach of the tirst Colony 
Wars. Youll play as Mertens, a 30- 
something, battle-nardened tighter pilot 
with a distinctive personality. [ne game has 
four new Tighters to pilot. This is less than in 
the original, but this time you can upgrade 
them. You can also decide which of the 22 
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A This is the Diablo, a fighter that you'll eventually 
get to pect We just can’t wait for this game! 
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Release Date November 
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A Check out tthe th two ee battling i it out in 
the distance. The battles are even more epic! 





¢ All the visual splendor of outer space is [ 
here, with a ton of new additions, refine-. | 
ments, and improvements over the 

first Colony Wars title. 


new weapons to install for a 
given mission. Capital ships 
will now have actual soft 
spots and are much more 
difficult to bring down. As Tar 
as missions go, there are fewer, 
but each one will have multiple | 
objectives. Thus, the time spent on each | 
will be much longer than the short but plen- 
titul missions ot last year. 

The visual elements are also being com- 
pletely upgraded, with the original code 
being completely stripped down and rebuilt. 
This enables a 30-percent speed increase 
over last year's game. The universe will be 
even more spectacular with more nebula, 
planets, and suns. The explosions are also 
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| Since the League of Free Worlds. 
| defeated the Navy in the first 
| game, it has become disgustingly 
rich and corrupt. This is clear from . 
its ship designs—the sleek, high: 
tech rightel are a covered 
with gold, 


fleet 
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7 | > Ship 
being completely redone and are looking to | design ond | 
be epic. With the addition of a new, looser, | eee 
third-person view, you have many reasons | ne : 
to get excited about Colony Wars 2: | =o : 
Vengeance. You know we'll keep checking | : 2 Worl Looe at 
| Free 


the pulse on this one, so look for more into 
and screens to appear in future issues. 


r The League chr are 2 bizare 
least: | 





A The developers have redesigned the ship’s cock- 
pits, giving them a much more industrial look. 





A This i is one ae the new weapons, a ord 
purst-riser that you must Rowecup perore firing. 


CO CFEOHS Be 8 eo 


ee ee eS 


craft. 


i ys ane sean 
we ‘ef af eet , f ie e Pay 
EB : ot ug 


I sass net AAs ie 


| Nv SGHpr DESIGNS | 


Some time has passed and the circumstances have changed 
since the first game. This fact is no more apparent than in the 
ed and ae ay designs. 


Bev _ 


Becice the Navy was nearly 
destroyed and then closed off 
from the rest of the universe, It 
had to redesign its fighters and 


with materials 


scavenged. from inside its own 
system. Thus, the ship designs 
seem bulky. and blocky with an 
_almost or iocetner OK: 


ce | 
PE ee 
Coe 


a 


eek hg more cciiced ships that you 
may eventually get to pilot. Its whole 

engine design is crystalline and has some 
kind of strange alien origin. 


} ke Sie | it might have 
been influenced a bit by 
_ Boba Fett’s Slave 1. 
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bo pe ' ; : ' | : ee 
foe _ ortal Kombat is one of those series that has an absolutely rabid ® Fuiin is one of the new 
4 Spe ates muaidianni ota “sig - characters. He first 
oo) following in the U.S. The combination of bloody Fatalities, dark — appeared in Mortal 





and moody environments, and all-around brutal fighting have made Kembat Mythologies, hag 
pciiaeenten Seas, paeiseeh | : where you killed him. We = er 
Mortal Kombat one of the hottest gaming series around. — don'tknowhow he man- emg 
The fourth installment in the series propels the game into the realm aged te make it into | 7 lie 

of 3-D, with both polygonal characters and environments. Old-school ) 
MK tans will be glad to hear that the gameplay remains largely >. o : 
' unchanged from previous versions. Now all characters have the ability to move in # jm "a SS 
} and out of the environment (a welcome addition) as well as the ability to use % | a = 



















Py weapons and pick up items on each level. You also have plenty of new characters to 
choose trom, along with quite a few of the old standbys like Scorpion and Sub-Zero. 


Action is fast and the blood files everywhere during each fight. One of the biggest 
| draws to the IVIK series has always been the ability to kill your opponent when you win 
| with a Fatality move, and WK4 doesn’t disappoint in this respect, either. Although the 
version we have doesn’t have all of the Fatalities from the arcade yet, Midway assures 
us that everything trom the arcade will be included—plus a few new surprises! 

Overall, /K4 brings everything the arcade has and more to the PlayStation. The 
amount of gameplay options available is staggering (Tag team! Woo Hoo!). All MK 
fans can expect this title to live up to every expectation. 


4 Johnny. Cage. was killed in the second Mortal 
Kombat, and he actually managed to stay 
dead... Until r NOW; 
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A MKa hay ifs a few different skill vals o A Get o over het! What would Mortal Kambat be: 
choose from, from novice to grand master. without this famous move? 
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A Up , Up, oa a Reiko's ese move ipior A Ferré oF the earlier MK ¢ games 5 will tnnrtiediately. be 
get him out of OEY. situations. | familiar with the uppercut common fo all characters. 


Mor 2 





A Evidently Johnny Cage has founda way A Soon c PBs: Se so for Fatalities pte re ae J eee i Si ee A . rial ed aaa = eo < : 
| pa : g in this. ‘stage gives it a unique & Kai body-presses eater e betors 5 emai im 
to come back from the dead for MK4. ALi s scenes for a little BBQ? pares sphe mn e (not to mention buckets of blo d . eure press rnin teen vent 
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most painful way imaginable. 
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A The latest winning poses 
look truly awesome in the 
new polygonal engine. 
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A All of hot nace effects are oende " the 
game. They eck really cool, as Sonya kindly 
demonstrates with her fireball. 
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eS eee ne a ee {a 4 Scorpion has 
4 Uh-oh! It ates like Jax is just aiout to enter a 7 been dead = 
world of hurt, thanks to Scorpion’s sneaky spear. : ey era 
gimmick—he's a 
> Raiden knocks _ ge pee ae 
Scorpion out of <A > der what purpose 
the air with a Poe en ee a Fatality 


¥ When Reptile sp its acid on his op 
nents, it cele ieocs h their flesh. We 
like the word “sizzle,” 


Sareea 


4 MMMMPH! Tanya goes up high to 
break Scorpion’s neck in a rather 
unexpected fashion. 
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» Jax was never killed in 
any of the MKs, but he did 
get his arms replaced with 
missile launching metal ones, 
and that had to hurt. This 
time around he’s sporting a 
“wiser” goatee look. 





A There’s nothing more satisfying than picking 
up your opponents’ dropped weapons and 
throwing it in their faces. 
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Look out Colony Wars, StarCon is on the way 


ou read the headline correctly—StarCon, Accolade's 
| fourth installment to Its Star Contro/ series, is coming 
to the PlayStation! The popular series had only been available 
for the PC, but with so few games of this kind for the 
PlayStation, it seems to be a natural step. And even at this 
early stage, StarCon is looking really hot! 

Star Control's gameplay has always been a combination of 
adventure and strategy in which you joined an alliance to col- 
onize worlds, establish outposts, and battle your enemies in 
the cold void of space. However, only remnants of this type 
of gameplay exist in the new title. Accolade has decided to go 

with a more arcade/shooter approach 


eee along the lines of Colony Wars, so about 
races that you will 80 percent of the gameplay is now action. 


meet. You'll interact 


RAP IRP AAS are The alien races, humor, and attitude 


through the PIP (pic: that made Star Contro/ unique have all 
fure-in-picture iia 7 3 Py ¥ aot 

cond seas been retained in StarCon. But Instead of 
during gameplay. playing as a single, highly evolved 


character, now you can play 
as one several characters 
from any of the many 









build up your piloting skills 
for one of the three different 
alliances that you can join. The 


\ The saniaerear aie are is a “first tock the 
space combat genre on the PlayStation. You can go 
head-to-head in a death match, or you can cooperate to 
accomplish the normal one-player missions. 


alien races. You'll need to. 
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- came out for the PC in 1990, 

and this latest addition will be - 
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outcome of 40-plus hours of 
gameplay will differ depending 
on the alliance you choose, ex- oe. 
tending the replay value of the game 

nicely. AS you win battles and complete missions, you can 
Improve your fighters and carriers with new weapons, 
upgrades, and technologies. New missions and directives are 
told seemlessly through on-screen windows that appear dur- 
ing gameplay. The structure Is linear, but you can approach 
many missions at any time—some will even come up In the 
middle of another mission. 

StarCon’s 3-D universe has its own unique look, effec- 
tively differentiating itself from Colony Wars. The visual 
landscape features every type of space phenomenon and Is 
littered with 3-D, polygonal, texture-mapped planets and 
solar systems. You will actually be able to tly to the planets 
and interact with them to some degree. Also, you can 
choose on-the-fly to pilot one of your fighters or take control 
of your carrier, expanding the possibilities of how to 
approach each mission. Add to that a split-screen, two-play- 
er mode and this may be a real contender Tor the best space 
shooter yet. We'll keep pressing Accolade for more intor- 


‘mation on StarCon’s storyline and gameplay as it develops, 


but what we've seen and played is already enough to get 
our mouths watering. 
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ey 5 Tt 
ss . eee ae et eee ee 
rc pda paleo 
oN Hi i 7 Far Sa ra 
a 
ae ian 
Loree ites d ee be 
Lt 
a 


Pi a ma 


ES rat can SE rt ee ce cee 
maaan ialclttsi Uda UUs feu a ey ae 





JUNE 1998 a WWW PSYONLINE:;COM a 





The spaceships come in several differ- 
ent styles. StarCon has three alliances, 
with each being made up of three 














high-powered 
psychedelic 


shooting action 








ake one part /empest X, one 
part Wipeout, and a healthy 
dose of adrenaline and you get N2O 
(Nitrous Oxide, for those who like to 
translate chemical formulas)—perhaps 
one of the most intense shooter experi- 
ences to ever hit the PlayStation. 

N2O is a reference to the nitrous oxide that your ship 
obtains when you kill things, which in turn helos power 
your Craft. Your mission is simple, as it is in most shoot- 
ers—kill everything in sight. The victims of this game are 
a race of mutated bugs that live in the craters and tun- 
nels of the outer planets of our solar system. Luckily, you 
are decked out with all of the latest in high technology 
weaponry, so there is some hope for your survival...Well, 
a little, at least. 

Graphically, N2O appears to be one of the most psy- 
chedelic experiences you are likely to have on the 
PlayStation. You fly through tunnels that you can maneuver 
with-a Tull 360-degrees of freedom at breakneck speeds, 
and a wide variety of things are going on at once. Take the 
first level, for example. You sail through a tunnel made of 
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randomly changing colors (all of which are quite bright) 


with enemies attacking you, various spotlights flashing 
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A These searchlights don’t harm you, but they do look really cool. It’s a little known fact that all 
mutated alien bugs have searchlights. It, uh, 


nelps them to um, see in the darkness of space... 





across the environment, and weapon power-ups scattered 
throughout for you to pick up. The amount of both action 
and effects remain high throughout the entire game, and 
later levels have even more psychedelic effects—one level 
creates the appearance that you are flying through water 
(the whole tunnel! warps as you fly through It). Rounding 
things off nicely, the music perfectly complements the 
action with a pounding techno beat that will set your heart 
racing and get your sweat pouring. 

The control in the game is tight, and it supports both 
the dual analog pad and the NegCon for those who like 
precise analog movement. Overall, N20 looks to deliver an 
adrenaline-packed experience when it arrives this summer. 


V At any given time in the game, it seems like more colors are 
onscreen than your mind can possibly comprehend! | 
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VWWhat shooter is complete without 


huge array of awesome weaponry? 
N20 doesn't disappoint in this respect. 
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If you’re into 
dark, moody 
anti-heroes 
and revenge 
is your thing, 
then Kain: 
Soul Reaver 
has just the. 
guy for you. 





very SO often, a game comes along that. 
‘surprises the PSM staff SO much that 
we can't help but talk about it constantly. 
Crystal Dynamic’s sequel to its dark 1996 RPG, 
Legaey of Kain, is:such a tile: 

set in the world of Nosgoth 1 000 years - 
after the first game, Legacy of Kain: Soul 
Reaver puts you in the shoes (or more appropri- | 
ately, the hooves) of Raziel, one of Kain's former 
vampire Lieutenants. Cast into the bottomless vortex 
for committing a crime, he falls for what seems like an eterni- 
ty. However, the vortex does have an end, and that is where 
Raziel meets the Elder. —- 
0 turns. out that the Elder is an enemy of Kain and seeks 
revenge against him for stealing al the souls of Nosgoth— 
souls that the Elder has fed upon for eons. Siding with the 
Elder, Raziel decides to seek revenge: against Kain, and this is 
where the game begins. 

Technologically, Soul Reaver looks to take. advantage of 
every iota of the PlayStation hardware and push it to the max. 





sea Naa reer Aye eer ee ned aS at a 


Searcy ee erases are We a 


4. This close-up really shows off the detail of the 


n-game character graphics. Raziel himself is 
peli of more than 500 polygons! 
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Crystal Dynamics 
eloper Crystal Dynamics 


’ Soul Reaver just oozes coolness. You can tell a game is going to be good when ye see. 
screenshots like this. He’s gliding on broken wings, after all. That's pretty cool, 





: Quick, Robin...to the Batcave! Here we see 
Raziel getting ready for a night full of no-holds- 
barred, to the extreme, soul-snatchin’ action. — 
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innovative gameplay elements are being added. Consider the 
Jock-on camera, which has been designed to make 3-D com- 
bat more intuitive. By holding down a specific outton, you can 


can't Wait until E3; when more details will surely be revealed. 


Uctober 





In a lot of regards, Raziel is probably 
6 e sa lg ules detailed ale! lal 


pee weee tee Peeeeeee ce Mean etn] 


This early mock-up of — Game graphics run in high 
the game’s intro screen 7 
reveals what the resolution (512 x 240)” 
rendered version of mode and feature real- 
Raziel looks like. 


time vertex lighting, Mak- 
ing the world of Nosgoth 
_ look incredibly realistic. The characters are also 
highly detailed, with most of them being com- 
posed of as many as 550 polygons each. And 
“since the characters are motion- captured, anima- 
tions are amazingly smooth. 

Soul Reaver is not just another pretty game, as numerous. 





get Raziel to face the nearest enemy. And he will constantly 
face that enemy, even when. moving around. This makes Cir 
cle strafing and attacking much easier. 

_ With all this going for it, it will be hard for Soul Reaver not 
to end up as a serious candidate for game ot the year. We just 


rN Te advantage of Retiats such Reis ee 
| becomes apparent in battle—Raziel can eas- 
| ily tear a normal human fo shreds. Just be 


\ Have ' you ever seen. g that looked this realis- 


tic? Crystal Dynamics is creating effects that were. 
previously thought impossible. 
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PREVIEWS 
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Since Soul Reaver is still very early in produc- 
tion, if only has one or two enemies roaming 
around. However, Crystal D. promises that at 
least 20 different enemy types will populate 
these caverns in the final version of the game. 


rR ena at Fay ee ey of textures A Even Pri t erat Beach multiple tex- 
used, each game area can look completely _ tures, giving the game a sense of realism that 
different. You will be amazed at the ihe UT Mofo m esl melon 


> Raziel is definitely one cool 
character design. He's mysteri- 








mee Pe Se ee a: See eer See ee oe OuUs, dangerous, and unique. 

There are miles of uncharted catacombs to He really stands out against 
explore, and you'll have to search them all to most other game characters. 
discover all of the game's many hidden secrets. ———— 








> eta ania 
Here’s another concept sketch 
of Kain. He looks a little dif- | wa 
ferent in this one—per- 
haps this shows an : 
earlier stage of his ‘ i 
development. | 


hon eee jump down to the newly 
revealed area and explore. 


Real-time vertex lighting 
Aaa eM Ma hago 
Nosgoth, casting an ree 

glow over everything. 
gens um clita ok + de 
give the game a.truly 

immersive atmosphere. 








Here’s what we eg ee in is 
think is an Aluka, up ee tee ee eee 
close and personal! Ugh, SR eee oe — cy A 
the breath of the undead... [2 gages = eo Pe 
pea Deere tie pe eT ee | = NS 
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‘Whether it’s the addictive puzzle play of Tetris Plus, the classic side scrolling fun of 
Punky Skunk or the fast paced driving action of Speed Racer; Jaleco has you covered. 


Pick up your favorite Jaleco title at a retailer near you, now. 





JALECO. [eg Rn maeekee 


Ma RATED ia 


es PlayStation 





ene SPEED RACER ENTERPRISES, INC. All Rights Reserved. SPEED RACER is a Trademark of SPEED RACER ENTERPRISES, INC. and is used under license, TETRIS™ is a trademark of the Tetris Corporation, and is used under license. 
oe : als Skunk@r 998 Visit Co. Ltd. Presented by Jaleco USA. Jaleco and the Jaleco logo are trademarks of Jaleco Ltd. Playstation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. 
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Much like in X-Men Vs. Street ance at cha | 
acters in Rival Schools have the ability to call | 


Fall 


their teammates out to perform special we a 


Up attacks. Depending on what two characters 
make up the team, these attacks will vary. 
Most of them are purely offensive, but some 
of them have defensive aspects. 


; 
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Schoolkids get tough in Capcom's latest offbeat title 


apcom seems to be trying its hand at a couple of 

© interesting titles this year. First came Pocket 

Fighter which easily leads the pack for the cutestlooking 

game, and now we have Aival Schools. lt may not be as cute 

as Pocket Fighter, but It is probably one of the more inter- 
esting Tighting games you will ever see. 

Originally running on the PlayStation- 
friendly System 11 arcade board, Rival 
Schools looks and plays a lot like Street 
Fighter EX. It has a couple major differences, — 
however. First and foremost, Capcom has 
designed Aival Schools to be easier to play. < 
Instead of the standard six attack buttons, you / We 
only have to worry about four: two punches g\ / 
and two kicks. Special moves are simpler to #7 
pull off, as well. 

The other major difference, and what 
makes this game especially interesting, is the 
added lag-leam feature derived trom X-Men 
Vs. Street Fighter. You can't switch characters on 
the fly, but you can switch characters after each 
round. You can also call your classmates out to 


















costumes go, 
this game 
features 
some of the 
funniest. 
Where else 
can you see 
a school girl 
wearing leo- 
tards AND 
big boxing 
gloves? 


A Neen - the BO ER Clee ae 
devastating, like this double flaming uppercut. 
Talk about some pain! 





aa Ng wash various students in order to take over the coun- 


mel ete Masts lacie ln Me Siete health. 


help you perform special all-oowertul attacks, such as the 
twin Hadoken Tireballs. 

To add to the humorous atmosphere, Aival Schools even 
features a background story that seems to have been taken 
straight trom a Kung Fu Tilm. Apparently, five of the most 
prestigious Japanese schools have been caught up in a con- 

spiracy. The student Congress leaders are trying to brain- 


“try, or at least make it better. However, thirteen stu- 
dents and two teachers have found out about the 
devious plan and have banded together to prevent It. 

Needless to say, Rival Schools is not your typical 
fighting tare. Its comedic character designs and 
special moves are a unique departure for Capcom. 
Still, it looks like a lot of fun and it’s nice to know that 
Capcom is trying something a little bit different. Ve 
will keep you updated on this rather unique title as 
more Information gets revealed. 


_ Hey, is 

| that Sakura 
from SF 
Alpha? 
Nope, it’s _ a ora 

-shehas. _ , aa: 
many of — 
the same 
moves and. 
combos! — 


A Capcom 

_ has gone out 
| of its way to 
make sure 
fam that this 

| game is easy 
| to play. Even 
the throws 
are extreme- 
ly simple to 
pull off, 

| Fortunately, 

| they don’t 
take off 
much health. 





F| A cool graphic secclat iis like this blur trail 
| highlight the Super Moves in Rival Schools. 
Pretty psychedelic stuff, huh? 


- A eres Ee TREES Meal RETUER eran 
will flower you with her affections. Her “love” 


ls 








P oa seems to Sy a ap Tf pe 
boy she sees. Her dancing Team-Up Shel andl 
increase your Power Meter by five ‘tdeaae 
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¥ This bruiser fights for 
the sports 
team, and 
ee a 
mighty big 
bat for 
whackin’. 
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here have been 
“whispers. about 
this game tor months. You — 
may have heard the 
rumors back when the | 
game was being called 
Pete, its working title early \ 
on in development. Spyro the 
Dragon is being handled by 
Universal and designed by the same _ 





free-roaming platform/action genre. 


Telte! Chun a Hondard | fs ere 
red you very far, but may be just Gur 
i) Rs Eas Cee cd So - 

ea been frozen in place and look like statues. 





game at the spot where he was frozen. 

Spyro is a lot of fun to control. He has 
several unique and often humorous 
moves: he can blow fire, roll left or right 
on the ground, charge forward and ram 
with his horns, and even use his small 
wings to glide trom high areas. He 
moves very smoothly, and his controls 
are very intuitive. 

The levels in the game are truly free- 
roaming, in that you can run in any direc- 





A Some structures ay you enter ae walk 
around inside them. Here Spyro is about 
to enter this tower and climb fo the top. 





Sony’ s new platform game soars with 
top-notch gameplay and graphics 








team that did the first-person sonar stuff to uncover. For example, in one level 
Disrupter. Sony. will publish, which marks 
a first for the company as it enters the the roof. On the roof you'll find one of the 
The game starts off just after all of the 
dragons in the land have been taken cap- 
tive. As Spyro, the youngest and only free 
dragon, it's up to you to find and rescue all. 
of the 120 captured dragons. They have — 


When you free one of them it gives you a 
hint, and from then on you can save your 


tranchise to add to ts growing list. 


Kel elease Uate September 
4 2 0 Platfarm/Action 












<@ Everyone, 
meet Spyro. 
Isn’t he just as 
cute as a but- 
ton? Just be sure 
not to get him mad... 
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4 This bad guy | is huge! That's 
okay though, ‘cause that 
just gives Spyro a wider 


| target—ramming speed! 





tion you want. You can 
~ explore high and low, fight 
‘enemies, or just run around 
them (unless its a boss 
wie “enemy, in which case you'll have 
“to fight). Also, there's plenty of hidden 


A The game seems to Ee running ata very 
high resolution, with an = impressive 
framerate for super-smeo animation. 


you have to go inside a tower and climb to 


missing dragons. If you jump and glide 


trom the exact spot where 


the dragon was. stand- 
ing, you can reach an 
area that you previ- 
ously couldn't get to. 
There you find a wiz- 
ard who has some- 
thing speciat—it you 
can catch him. 

After spending time 
with this game, its easy to see 
that Sony has a potential blockbuster 
hit on tts hands. And if Spyro the 
Dragon does as well as we think it 
wiil, sony will have another top-quality 


¢ You can run around the bad guys 
if you want, but sometimes it’s just 
as easy to barbeque ‘em. 










_ > At any time you can switch fo a first- 
_ person camera to get a good look around. 





TRickKY LIL?) DEVIL 


Spyro may be a ttle guy, but he doesn't shy away trom a Tight. He's got plenty 
ot moves in his arsenal, the two most important of which being his flame breath 
and his running charge. Either one will do the trick, and both look totally cool. 






& Charge! These guys are about to find out what it’s 
TE CM eRe Bue su teemaut: Mar) are egies 


Pea ieee Cee When Spyro 
breathes flame, it shoots out in all directions. 


ih In ‘the ce you can see 
a captured dragon, who has 
been turned into a statue. 
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Publisher Konami 


Ueveloper Konami Type RPG 
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the tower near Aue sO : 

Contained within its Wels ar 

and monsters that you ‘must d 

you hope to make it to the top. The only catch 
is that the tower iecinteelang ocd oe 
so it's aierent each time you enter It. 
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;onami has been on a hot streak with its previous 
| ’ RPG hits Suikoden and Vandal Hearts, and Azure 
Dreams looks to continue that success. 

The easiest way to describe Azure Dreams is to say that 
it takes key gameplay elements from both Suikoden and 
Vandal Hearts, namely the RPG and strategy aspects, and 
combines them with Monster Ranchers style of monster 
raising. Combat is turn-based, but you can move freely 
around the fighting area and attack your opponent trom dif- 
ferent angles. 

The story unfolds in the desert town of Monsbaiya, 
where an ancient tower exists. After generations of peace, 
the tower has once again become overrun with an evil force. 
Curious ana somewhat scared, the villagers decide that they 
should send a brave person into the tower to see why the 
evil has awakened. Unfortunately, that brave person ends up 
being your father, Guy. After several days have passed there 

is still no word from your father, but his 

monster familiar returns. Fearing tor 

your fathers life, you decide to enter 
the tower yourself and find him. 

As you can tell trom the back- 

ground story, you will be spending 









< The game engine combines both poly- 
gons and sprites to create realistic but 
quickly scrolling environments. 


P| rr SS TET PY RS ae ae ST [rer 


y APE P ay Pena ae ome : 
preter Ce Ra] C Highs As 
the game puts it, he gets “exhauste 


Release Date June 
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2 ah pa ere up to re aT ime 
___at your home, transported there by the 
magic of the tower. Not a bad deal, huh? 








oe waterfalls and fountains. The graphics 
Trea Bde oes but they're ee lois da 


» To provide a little bit more 
interaction, the game allows 
you to make choices when 
speaking with characters. 





a majority of your time 
inside the tower. The vil- 
lagers will help you as 
best as they can by sup- 
plying you with food and equipment, but you will have to rely 
on your wits and your monster familiars if you hope to make 
it to the top of the tower. 

Even with just the quick look we have had at the game, 
Azure Dreams seems to have the potential to surpass the 
earlier Konami RPGs tn overall depth and length. Its tusion of 
several different types of genres makes it a rather unique 
title, which will surely interest the hard-core RPG fan as well 
as the typical gamer looking for something a little bit differ- 
ent. With that in mind, this could be the next big RPG to keep 
your eye out Tor. 


» Kewne is the first monster familiar 
that you will find in the Tower. You 

can raise monster familiars to join 
oo party and 


elp in combat. — 
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& As wiht most aa games, ace Drea 
requires you to set the position of the characters in 
your party. Proper placement of your characters is 
especially crucial during battles. 
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» Can you trust this Lae 

witch or is she up to Fo 

no good? You’llmeet =~ | 
lenty of characters 

i ke her in the . 

Tower, some good, / 

some evil. Se 


rent a 


& Since the tower is randomly generated ever 

time you enter if, a map feature shows you where - 
you have been. It comes in especially helpful during 
the later, larger levels. 
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X-Men vs. Street Fighter pits Marvel's bone-crushing mutants against 
Capcom's legendary fighters in a slugfest of epic proportions. 

Perform outrageous moves — from Aerial Guards to amazing Chain Combos. 
Engage yourself in Capcom’s 
signature control and lightning 
quick responsiveness. 
X-Men vs. Street Fighter. 
The collision of two 
explosive universes in 
one fantasy fighter. 


Sin na pages 
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Offer valid’ 6/1/98 to 12/31/98. Purchases must be made between 6/1/98 and 
12/31/98. Maximum 2 awards per name and/or address. To claim awards send a 
completed prize redemption form, dated cash register receipts, proof-of purchase points 
and shipping and handling fees to Capcom Entertainment (see prize redemption form or www.fightersedge.com for complete 
details). Sweepstakes held quarterly, drawn from all registered entries. Points cannot be transferred or sold to another party for 
_use for any other purpose. Fighters Edge points can not be redeemed for cash. Capcom Entertainment may cancel or extend this 
offer at any time. Points are subject to verification. Only original Fighters Edge proof of purchase points are valid from retail 
packages or from authorized Fighters Edge certificates. Points valid only once per title. The Fighters Edge program is operated 
by Capcom Entertainment and is open to residents of the United States. Sony Computer Entertainment is in no way affiliated with 
this program. Employees of Capcom Entertainment, its agencies, vendors and their immediate family members are not eligible for 
this offer. All decisions of Capcom Entertainment on all matters relating to this promotion are final. Capcom Entertainment, 
Gamepro Magazine and Sony Computer Entertainment, their affiliates, subsidiaries, divisions or related companies, are not — 
TTL NTIO MOL AENUMEEWTEMELOLI LO) NTEEUENO Lem OLA AO CULE OSM I) (U Lf caope (Usicecsomm hook Om (BLUM ULM UCU O Cel ache Gets 
of the Fighters Edge program. Offer is only good in United States. Other restrictions may apply. Void where prohibited by law. 


MARVEL, X-MEN, WOLVERINE, STORM and the distinctive likenesses thereof are trademarks of Marvel Characters, Inc., and are used with permission. Copyright © 1998 Marvel Characters, Inc. This video game is produced under license from Marvel Characters, Inc. 
“Fighters Edge ® is a registered trademark of GamePro magazine, the world's largest multiplatform gaming publication and the official magazine sponsor of the Capcom Fighters Edge promotion. Reproduction of Fighters Edge name/logo in whole or part without 
prior written permission by GamePro Magazine is prohibited. All Rights Reserved. © CAPCOM CO., LTD. 1998 © CAPCOM U.S.A., Inc. 1998 ALL RIGHTS RESERVED. CAPCOM is a registered trademark of CAPCOM CO., LTD. PlayStation and the PlayStation logos 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 












After hours of hands-on testing, this. 
game more than lives up to the hype — 


pts SBC necERe is more “aRtGIDaTeO this year 
ft “ than Metal Gear Solid. When the editors of PSM ~ 
were > given the opportunity to go to Konami's office and give 
_ the game a test drive, we jumped at the chance. We have 
never been more impressed! | 
- The game starts out with Solid Snake getting launched out 
of a submarine in a torpedo tube towards the enemy base. All 
of the cinematics from the game are done in the game engine, 
and, unlike most games, the cinemas merge seamlessly into 
~ the gameplay. In fact, after you climb out of the torpedo to 
-swim to the surface and start the first level, the credits are still 
-rolling—while you are playing. The title screen doesn't even 
appear until you are going up the elevator to the second level 
of the game! It really feels like you're controlling a movie. 
The gameplay itself is thoroughly involving. Konami has 
tuned this game until it shines, and it shows. Little details like 
_ rats crawling across the floors, being able to knock on walls to 
attract the guards attention, and seeing your breath in the cold 
weather imbue Metal. Gear with the ultimate in realism. 
Guards can actually see your breath around corners if you're 
~ not careful, and they will come to inves- 
tigate. IT you run into the guards you 
will have to fight them—a partic- 
ular challenge at the beginning 
of the game since you start 
out completely unarmed! 


4 Every little detail has been thought 
_ of—even footprints in the snow that 
guards can use fo track you. 


A ee get Son ina oats the ie of 
getting captured go up dramatically. 


A Sie must run ai aos to atid atin 
up in the soldiers’ line of sight. 


Publisher Konami 
Developer Konami 








4 Snake sneaks into the base by using a 
secret underwater route. Pretty cool. 





4 You can dive into the water to escape the 
guards that are chasing you. 


Release Date October 
Type Adventure/ Stealth 





w << Snake hides behind a 
| tank and quietly slips a 
new clip into his ri 


ee 





Gameplay centers around sneaking into a fortress without 
being caught. You start off with nothing but a pack of ciga- 
rettes (which you can smoke, although it does take off your 
lite), but you can tind various pieces of weaponry and equip- 
ment on guards you kill or in cer- 
tain areas. Gameplay is tight and 
intense, with the emphasis not 
sO much on quick reflexes ({al- , ee) tl TR : 
though they come in handy) as a ee oe” NY fs 
it is on thinking your way = _ * ». a eae os. = eS 
through a4 situation. From 
the first few levels we 7 ¥ 
got to play, even x ee 
the storyline is ie 
intense. You 
can expect to 
see incredible 
cinematic flair 
and lots of interesting characters. 

Metal Gear Solid won't hit 
until October of this year, and it ae 
has already taken the number 4 2 JiR a 
one slot on our most wanted ,# 4 ~), 
games list. Trust us on this 
one—/Vletal Gear is the 
game to beat in 1998. - 

























A The guard’s line of site is very realistic, 
. or’ so you can hide below him on the stairs 
. as he walks overhead. 


A vou fave to pay attention to apa al = 
the guards are at all times on your map 


\ (in the upper right corner of the screen). 


4 Solid Snake is back to kick some 
serious terrorist ass! 
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A rae rs ayaa ree Prete you can pee aaa 
of the shadows and put a gun to his head, snap - 
his Lad or use him as a human shield! 


A ‘Can you eae ae Sera ee aT in the 
shadows in the far corner. It’s super intense when 
you're trapped out in the open like this. 
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» We have no idea what 
part in the story 
Psycho-Mantis 

serves, but she 

sure has a 

spooky 

character 

design. 


eo. meSsistacd cea and 


Eile gets coe aware A The only tool y ett Neca: 
7 Megas as pedis but sometim base is a pair o pieeneaiay ed oer col 


gameplay Uf el Cs Seco our ay CU CRU TaeT elit 


of goodies can be found in 


the back of this supply 
truck—you must be 
sure to check 


A This ninja hunts you 
down inside the base 
and can deflect your 
' bullets with its sword. 

& Metal Gear probably 

offers the most intense 

cinematic experience 

we've ever seen in a 

PlayStation game! 


eee tere Te aaa guard waiting OC ark eel to Prete} tthe 
for you when you peek around acorner. | —s guards’ attention, then you can kill them. 


EING YOUR 


The camera in Metal 

Gear is the most intelli-. 

VIemeat=aT¢[=eccics-] aa) cits] Ve) os Mae ee ae Ul CC ee 
as needed. How A | P2558 eee 
well. the viewpoint is 

executed can go a ee 

way toward making or 

breaking a game, and 


Metal Gear Solidseems Fee Ee ee 
coma se und ( \ fps cikaed ie Miatom celal. Mecca iil Detter ce eae rer g about ies guards too 
Mei sy aes) nto first-person mode so thatthe tank won't Stay If he is spotted, however, a guard ne Ree 
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© Wex is the hero of 

Wild 9. For some reason, 
he looks remarkably like ane 
Shiny’s President, Dave pe 
Perry. Hmm... Lf 





















a a ‘t's almost a testament to the 
"gameplay ideas in The Wild 
ven aiter two years and two 
ee teams, the game still stands 
out as something different from 
| what everybody else is doing. At its 
core, The Wild 9 may not seem 
very different from other platform- 
ers. It has beautifully detailed 

environments, platforms to jump 
between, and plenty of the obliga- 
| tory baddies and weapons. 

Things start to divert from the 





ies ‘VeX—he has a unique “magnetic 
“@ | grappling hook” ability that can 
grad onto items in the environ- 
ments. Anybody who remembers 


Commando will immediately find. this 
mechanic familiar. However, 
instead of just grappling plat- 
forms and the like, the Wild 9 
team has taken this idea and 
run away with It. 

Dave Perry, head honcho 
over at Shiny, has been quoted 
over and over as saying that the 
thing that makes The Wild 9 


« The perspective will occasionally 
rotate as you navigate the 
environments, showing off the 
true 3-D nature of the world. 
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: ashy ine critter inside blows up 
_hicely. You just can’t beat explod- 
- ing critters—they’re the best! 


Sumit haa Bl 
‘game, they REALLY blow up! 


Se ee lee ea Gee ree foe ae ra id 


PY a bal nar a A 


i: ain 7 


Wanna torture your enemies? Then read on, pal! 


norm a bit with the lead character, miss the best parts of the game. If a 


spiked pit is in your path and it’s too wide 


“Say you are feeling a bit wicked, so you 
the old Capcom classic Bionic ~ 





| epicanra re areas will saa your chest ie 
form game skills to navigate. 


A a ll 


The level are nicely medsied tes use se ight 
ing well achieve a sense of realism. 


Re nae ease Date Fourth Quarter 
e Action Platform 
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unique is the ability to “torture your ene- 
mies. While this is definitely a cool part of 
the action, to mention this exclusively is 
missing the larger concept. Sure, it's cool 
to grab enemies in a magnetic grip and 
slam them into the ground, or hold them 
over an open flame while hearing them 
beg for mercy, but you can use the mag- 
netic arm for a much wider variety of 
purposes, Using it to move blocks and 
other puzzles creates endless possibilities, 

In The Wild 9. it is possible to just go 
from point A to B, but in doing so you'll 


to jump over, the logical conclusion would 
be that you've reached a dead end. But, 


grab an enemy and throw him on to the 
spikes. Not only will the enemy be impaled 
with a gruesome “thunk” and a gout of 
blood, but you will be able jump on him to 
bridge the gap. In another area, you can 
Supposedly throw an enemy into a giant 
mesh of gears. If you stay attached as he 
gets sucked up and into the motor, you willl 
be carried up also, and you will be able to 
reach an area you didn't see before. In The 
Wild 9 you are rewarded for finding the 
most creative solutions (and in some 
cases, the most brutal). 

The team is currently involved in get- 
ting all of the play mechanics just right, but 
it looks like they are finally on the right 
track to making a darn fun game. 


¥ The level of detail in each 
level is staggering, really 
giving the game a 
personality of ifs own. 
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e Gharacter Profiles 
e Rendered Artwork 

idden Character 
e In-Depth Training 
© Insane Comho 
e Secret Tricks 
e Free Poster 
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Persistent sadness and or irritability. 


Recurring thoughts of how much 
better life would be if you had 
Fighting Force or Tomb Raider IL. 


| Statements such as, “I’m bad. 


| I’m stupid. No one likes me.” 


When depression strikes, immediately seek the help of a 
trained professional at your local video game store. 











Wiping secretions 
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Research shows that the leading cause of depression 


among gamers is a noticeable lack of Eidos games. 
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Fortunately, this deficiency can be treated both safely 





and effectively with games like Fighting Force — 2 i a : oe = 
or Tomb Raider [I]. But early intervention is crucial. Or else, 


it's only a matter of time before they threaten to do something 4 


Gs 


really as like go to therapy. 
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You’ve been warned. 
www.eidosinteractive.com 


TO RECEIVE PLAYING TIPS, CALL THE EIDOS HINT LINE (900)773-4367. Cost of call $0.95/minute. Must be 18 years or have parents permission. Touch tone phone required. Seyenticn 
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a : . ca a mee Cuca en a STV eee vel ea at the 

3 See closely, all of the little dots are pixels.) oe 

Coe a ies higher Hosea, Ellen reler} ene mee 6 | 

| ee one ae detail, Plalene cin Meee Roaiice graphic ‘quality. ce 

: tee oe ne cy 60 wa pa ro eee BOOS ae The ee a 
“result isa Tinea tba Ae bao $ incredibly te 2 eee ela apiece lei graphics cIRCMANOIRc Hed CRC). 
a CANN Ee LE — on the PiayStation’s CPU and also use more video | 
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a ela: L,a Fe oF A a Aee g oe SCa | Ng it (the DrOCESs of Zoom| NQ in and out tosee an | 
Pauyee eee eT eee Oe ee object closer or farther away). 

-2-D. games use sprites tor everything that moves 
| Dg. eee | ot er cea Ne on the screen, from the characters in Street Fighter 
| All games on the PlayStation use some combina- three or more points that can then be used to create Alpha to the spaceships in A-Type. The main problem 
|} tion’ of these next terms as the basic building — 3-D-environments: 3-D-worlds on the PlayStation are~ -with-a sprite is that storing its individual trames of ani- 

blocks f for making their games. constructed primarily with polygons. mation takes up a lot of space in the PlayStation’s 

ime | : oe RAM. This is why companies like Capcom have such 

“b> -Polygone~ | come’ E isanitic What It Means: Almost every 3-D object that you see. trouble. making..sprite-based..fighting..games .on. the 

“Technical Definition: A shape forrned Dy connecting _on the PlayStation is constructed from polygons. The — PlayStation. They can usually only do it if they take out 

| | PlayStation primarily uses triangles to construct all of | Some frames of animation from each character. 
its environments. and. models.-(a.3-D..shape..made of... 
polygons) because they are fairly easy for the 
—= = PlayStation to handle. The more polygons used in a 
= ==|._ model, the smoother .and.more life-like. it.appears... . iia 
—— However, since the amount. of Ppa that the aT. 
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_ Technical Definition: A 2-D graphic object that can be 
manipulated ep aftecting the Daesoreune) 


_What It Means: Before polygons came. along, all SS Rnd 
games used graphics made up of sprites. A Sprite Is a 7 


AoE ae ee Ee ve 2-D picture that the Playstation can identify from every- pone: | 
EWR a ve opers u use mogeling programs fo create | All of Capcom’s 2-D Street Fighter games exclusively use 
_.|— polygonal models like this tank from Cyclone’s Uprising X. _thing else as an individual object. Games can then. sprites for their characters ee ‘ls keccdcd as 

| ca move @ a sprite around the screen, rotating it or even ___ | 
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eye moves are ey a 
like. An example of this would be 
~~Eddy Gordon: fekken-3, whose cane 
==____Mations and moves. Fick in 3k. 
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| iheant ways. you..can add. detail to a. polygon to. 


make it look like Pee of or ane 


ia It Means: A polygon is invisible Until ‘Gomathing 
“is put on it to make it show up. The easiest way to-do 
_this is to shade It with a single color, which can be done 


one of two ways. 
~-First-off-is: flat- shading, where-a- single color is 


placed on the polygon. This type of shading gives _ 
objects a “blocky” look (for ernie see the graphics 
—in-Bubsy 3-D). 


The other kind of shading that the PlayStation can 


“do | is called Gouraud shading. Gouraud shading is dif- — 
|..ferent.from. flat shading in. that it blends the. colors of... 


polygons that are > next to each other, which we the 


| example, Gouraud shading was 5 ushd fok the Chackatan : 
a In Dead Or Alive to achieve a smooth, polished | look. 


| Technical Definition: Bitmaps (2-D art files) that are 


laid onto or wrapped around polygons in 3-D games to 
give them a certain visual appearance. | 


What It Means: Texture a a polygon is essen- 


example q ohaecets face is just 2 a blank pao unt 


i see hai a =r. apenas im an neeR 


es Se SS A Latta ee LA a 1 


pone ee Cy 


ne as ‘Acollection 1 
as that ul ; Saal Cc 


gC) aie ' ene AS eee oe 


cerns rel ue soe Vos a me 


e Aves Bese a meee oe 


: ih 


example, Capcom: Ae eee 
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Collision 


ara meee r hardware. or software. ee 


alae Cicer ac INNS polygons (or sprites) intersect 
each other. 


What It Means: Collision detection:is one of the most 
basic elements in a game. Quite simply, it lets the 
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a texture map has been ure on it io dive it the lookofa | 


_feal face. Just think of texture maps as decals that can 
be applied to polygons. | ot 
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~ Technical Defi nition: ‘Mip-happing k is a a technique in 
~ which ‘textures with various: levels or details areused” 


to the camera. ' Mioimacbing | is nota hardware eatute 


~and can only be done in. software. 


What It Means: Mip-mapping is a fairly complicated 
technique -designed--to~free~-extra~ power~for~ the 
PlayStation. To understand how. it works, consider 
this example: 

Let's say-you-are playing é a flight sim, cal you re-Tly- 
ing next to a jet fighter. The polygonal jet fighter Is Cov- 
ered with lots of texture maps ‘that give it a high level 
Of. detail,.So when. you. see It i close, t realy loaks Ike 

a jet fighter. : 


‘Now, as the jet aks Taner away, “the Teas 
scale smaller to.match. the. shrinking polygons on. the... 


fet. After a certain distance, you can't see the high level 
“of detail on the texture maps anymore becatise the jet 
is just. too small. This is where mip-mapping.comes in, 
Swapping in a new set of textures that are smaller, less 
detailed, and easier for the PlayStation to manipulate. 
As the player you can't see a difference because the jet 
is so far away, but switching to simpler textures trees 
up some extra processing power, which can then be 


used to put extra pplvadns ¢ on the screen Or speed up. 


the | 


oe ha Neti ent 
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Pee lit clnrorcre olen Varta is cleus cl <cmUl-m cele 
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possible eA aielevenes} software onidass fos it, since the 


gL. is not capable of doing Teas) hardware ur 


What It Means: A Z-buffer is a squeezing more 
power out of the PlayStation. Normally, the 
PlayStation has to keep.up with each and every poly- 


gon on the screen, even if some of them are 
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Gran Turismo uses s textures for almost everything to 
make the game look so good. Mip-mapping helps the 
textures as aney scale i in prom the distance. | 
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Dead or ; Alive uses E Gosraud | a for all of its 
characters to ge them that “ound “look. 
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polygons and put it to a more productive use. A Z- 


“Buffer can helo a game look cleaner, run faster, and 


keep more polygons in the foreground. 

A Z-Buffer also eliminates the chance-of a polygon 
clipping through the object in front of it. For example, 1 
an enemy is hiding behind a wall, the computer will 
know not to draw him until he Is visible. 
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play. This kind of ad Sea usually never works. 


that can be overlaid and color mixed Varta 


What It Means: You can make the polygons that you 


want to appear transparent the same color as the poly- 
gons behind them. The polygons in front will blend with 


) 7 Technical Definition: ae PlayStation’can constantly stream new ~ 
_ data off the cD as the poe is Blaying, This is Called spooling 


| What It Meahs: Acie or Streaming} helps the PlayStation get. ot 
| around its RAM limits by constantly accessing the CD during 
~ gameplay. This means that designers can actually make levels 
_ that are-bigger than the PlayStation RAM can-handle, and instead. 


] of pausing to load one Section of ‘the level at a 


| time, a i 


Looe a nee FMV ae ie ail Motio on ae iyi ce 
the immense. Sore elerste Wael inicy PlayStation CD. fennel 
~ video data can be stored and played off of iu oe te a) 3 : 


da NY eg gles 


are FMV. For a while, 


i S s competitors 3 wen it eo Tt released. 


Bente se s es Be a a ee SS 
Batiste) See te ae ee : 
tions and the Re Sce ion’s built in transparency cue = 

1 
aioli ek The PlayStation can: compute how much ge 
light will effect individual objects by figuring out which _ 
direction each eee S ae cue iS ecics ce a 
Baiaics =iolbi cece . SS 


es possible to simulate Ciera lighting ina 


| ne Vs we ne ing is ie 7 most 1 heaul A — 


effect possible to try and make up for only average game- __ 


used effect in PI ENSeiten erigais today. Gel See ce 


lights to polygonal models oe a feeling of oa oe 
ee imeeciaecec sca = e 
Rincon eipe elie 

polygons), the march pole} tanec 8 Eee veel arcu ne 
Bre-lencats ere | 


Lighting in games works a ie an a ife. ol a a 


object that goes under a elas Salt get brighter, and then | ee 
enter darkness as it moves out from under the light. 
| ee ored Poe Do Rue oe iD G rei Ee 


He a a oe a Ei a iy 229) or the oo _ 
oe handle. oe | = 


aga “managed to apr 
= up for you: There plant ‘y mo 


that came from, but. we ar 


What r ee PAN Ke) be movies you Siol<m renee hese ae 


developers were convinced that FMV _ 


terms. and : technology i ai 


was the answer to making games more immersive, and they 
would. unfortunately spend more time on.the FMV than the - 
actual gameplay. The| game Philosoma, for example, was.an 
average shooter with Tene FMV scenes that you could 


- watch when you beat certain levels. Today, there has been crop ie as s developers push Play- : 
somewhat of a backlash against this approach, so Vesta Station capabilities « even further, ay 
out more time into a: game. aly do you see a ile aCe. an d- PSM will defin tly | Be 


ever, ‘without a lavish ine movie. 
. keep you informed. 


Bee ca ered has niwave been known for its super 
a glean FMV, although the storylines make absolutely 
“nes ls bee ders bal Ci Teme daca for content! 
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i BP=Qollowing g last month’ S guide to Gran Turismo’s many.c cars and fous to inte thoy to ha max, we now turn our rattention to the 
i= D tracks and races. On the following pages you'll find all the info and tips ya need to win each race series. 


~~ Starting Off . 


The quick arcade mode is ‘a great way to get used to the basic handling properties 
of the cars, particularly if you pick ‘racing mode’ rather than the overly arcade-like 


‘drift. The cars available are nice and slow, and they really enable you to get the gen- 


Ay -eral feel and understanding of the physics. Once you can win races regularly in 
oS areate mode, you re ready for Gran Turismo! 


kf f he = gt t. t ac = a 


= on See Cin’ Sy Ei ot an ere, 10 Ce, ee ae EGUaai Vier Is 
BEV CE IN straightforward Reel ecg leon ey far the shortest course in the game and - 
= Elecite bicoee? Geant Cele aTeii Lasiea) fury and Sey 10 course to drive. High Seem allele) 


: aM er Cup 5 cc ccilcates easy ila er Ss te a cel e 
ae 

ac cal eons sto TU fay otever ae going ia ane Hee the ae ot ae : Roa oi 
Seine See ot ea) the turn, then nail it'as soon as you see the exit. The second: 
oe ad ii os eo hy ae wi the i) Ge oa MT baked Use cS ae Sag am ie : 


ae. fa Pots is where’ ct ee start ae meen a oe ‘abana 


EEN IS ech Ren Momence OM SUM ULSa ccc y ee ee 


Ml le clei WeNcy played: Grand. NeNg scar) aS point, so you 
will | rian some (oi this course. The full version, ‘however, Leetope 
on Ue aa comers, so don't go crazy to Start Sea ae 
_tricky area is the left: sucine chicane following the open tunnel. 


CANIN Cel oe for this one and UVC tat) straightest line a 
rele aeiare erence ia you enter it at speed, you'll be Kereta) 0 Ae 
f overbrake and Welle enue ies ae be completely wrong, This” a1 


ecotics gees Nea slow lows) ation felt: Celgene} bend, tae S Pa ae 


a cars i) ee ie ol au Seal inish re a 


“4 » There ar ae eet surprises rs eer Ae Bae Stage sce 1. wire c A 
Ee aatese Rese most. difficult-to- learn track | in the whole” fel-lantenai 8 5. packed YUL 
| oe and horrible corners. The only thing you can do to master this track is practice. 

_ What feel ipfellets cuales ey (cieaeciieireitiare cine! using the brakes. It might sound dumb, 
ei REIN eee PU sUleecuptceesiaiine off wails, ‘simply. because they don't 
2 ee the ess epene' Ua ReMaely Bela e\ ne eelelbo mel Mein 8¢81=)1\ Vara] tales exe] 


ners are sharp. So don't overdo it, and eeiatciiecane 


PV Oyne- wel eine tac eeliescmmrecaetent eli vartcr| Va 


tia occ ip auc cmelcciaiae plese (cit 
eS cll Y acl se teres (USURCAVA CON Ol- mele) t(<1a1 6: 
ee Moe ti We elec \U ole cess Mctato PLY 


(Ula =le mers] cat ee cl(e aloes (cciceem tare 


1,300. kas and sports: more than 

- 550-ps is required to win this one. 

/ $0 that means any of the “big five— 
Mazda RX-7, Toyota Supra, Mitsubishi 


A good rule of bients is dont immediately buy a pawerlt rear eal drive car. 
They're the most difficult to drive, and if you're a novice you'll be spinning out on 
every corner. This can be really frustrating, so instead, choose a AWD (four wheel 
drive) or FF (front engine, front wheel drive), since these cars are As more for- 
giving and in general, much easier to drive. z 


e on Valley =e Ss ce at ue of ee Bites ee te oie’ ‘ Seen ifaily easy 5 
OM Clan isan ey ollie icclontclenol tematic de One 
_be done before turning into it. ae? a Eyal id oe ce oa ou De es et . 
| _ ward left-hander into the ites —— 
_ another Sey track. It's wide, the corners are sweeping, eae long as you Keep 
a eS race cick en ecg) uy Into Cou ae Shee! a) mu eats) aM a 


Pretty much anything that's oe will: tere ie et Cie, a that io : ce eT 


#0 as We pF a ay el ce you Sous ve fine. so oh ee 


a a re the car nl Ei a as up ‘the a a fc: as you ecu Ae peak, a 

turn to the right. Mac (ssa elie) sailing. alvletens Stage Route aes one tale Comes 
ner, but thanks to: the wall EN (cig teelas ghost olan, drivers wil aes Ela. to. Rego) ieee | 
out. Trial Mountain is Mace things get a little taeda jase ey eae Cote ee Gs 
requires careful Seat to ensure you don’t Reon” va) off icueeh . 


‘As long as ee (ec Wa oe 200: ee aa ol dee Soles eee a Ve] a 
wil ae ease. = | oe ee 
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Ze ae pectal Stage F Routes 


" ce ain by nals reel aye 


acu ee <3 ao An i ae ce Ce : ce 


) i # ra eine nc vie Sauk oy wth ot fore? : se A 


: ie ee Noe re tees se ea 


However, utaes MViitsubishi is : e146 ols eI Eifer — 


Sad Se asec Nue nce me st — see S 
The Mazda and Toyota, due to the mas- : 


sive power being delivered to their rear 


Wheels only; need an experience d oe S 

POMC Nael-ier talon e- cote ape Manuela 

“weight of the NSX (less t tee e u 000 kgs | Pee 
, and Elceel Laisie ps) ees fe aI citar} elewole oe ae Ss 


eration and top end. OW Aan Tae . cea ae 


| vo ny oo. ts cele 2 shes co : 


: wpe the nV ce ie eee Melos a slg eS eS Se eRe eee ea 
Pee lsaieelle rounder. Once. you get more Ohi en ean iiss able t ena ae gue 


with other, less powerful. cars (wh NCA | iS lg more fun and eis much better : 
racing ability than competing ah oe EG ues oye) ie | , 
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“two nasty surprises. in its latter SGC caer celtclat icici 
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the Toyota Nie Nissan Sil a and Nissan ‘88 Silvia 1800 Ks : 
ie fun ve a Wer) esos ce ata Trueno cle alee ay 


0 or mee S ce mi ns iS BF ioe ae eee the pope iS Me : 


Race ie 5 ue ae Oh easier to Ee a Subartr ae Rally pide | 
| S eae : pope eal} neg iss Fra Ol ye end Mees ita bit Se Ke orive on ae 


| The ie FTO GP-R ae is the as . are re ei - eee 
PvE ‘ig driving, ieler~ aie fare Mazda Demio A- Spec. With a measly 218 ps Tyee : 
ane. hood—but weighing | (ae nie Rcelulcuelale tari} comely like etna a ee ee 


: eile ie And it also Ce ole oll ie) Ma ine 


| ati oe i eae on two. Oey ae Mazda Eunos, Mitsubishi oe et ne | 
meister eule a he eva Sea are Aue ue cree in this eee ae C onl 


é ving non-racing cars. So'it Viorel Nvelaae good eel elale(cy some less eo cisi0 Fs non-rac- : 
ue eI that a Eig i eed FA ola) suis ve are wus sie ee fc a elt cae : 


4 The | FTO ea ae Es ce | 
finest front-wheel 

sees teeta 
game. lis very, very 

light, has excellent — 
Oe ult ae ce 
ond ie beau A hese i) dae te 
Bee erat Ole gs 
ie eee 
Boece est M-j Mise 
ies es-le ao fats buy... a 
eer tp aad 

> earned the cash. 


| See 


Pyaar) ao feo ne te we Bi. 
: ee TN) fully-tuned, high-spec Ceo , g cars, in AWD. ee er ee (olf ae) raked a lot aes ee Share ne all rn 
: ae aC Moines Nicci ect Ss 2 : | them tend to lose out on the high- Solero ne N=) oleic Conte Heroes iorp io 
: Honda: NSX, or Mitsubishi GTO wl ten a * a Nissan GER, and the Honda NSX. A GIT-R sporting every tuning feature except AQ 
- with ease. The Viper and iit are also. 4 You have plenty ee eh et ie ) racing conversion isa eer reimncclcre winner. It's difficult to drive on some of the tighter 


Beate Pm uae bp ieed is {ust so : 
winners Woe "sweet to drive. le ag its Se pow tee and ae makes ita ee el 
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_ and producing the same ps, this car smokes everything—including the other killer car fabio: ee | 
a this class, the NSX Type iS Zero. The only thing. that’s tricky is initially (Flealiale) ite) Giieer ee 
rTIcnUeM elem Oliecn eV casey ie iano A ielanel Vee) ecole lia NVINN Neen soe Lanea « 
OS eliiccy int) foley other car tila is clearly better than the competition is the Nissan Eley ; handling. Just 
R, which you earn 8) winning all the gold medals in siatemaitcitarer(eyar) A license test. ; 
If you want a challenge, any aaa Lact ane)s Subaru anes ei also Waves ole Sy i 


Par a ne erat 
oversteer when = 
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pie cele 
Skyline is an 
excellent car 
for the Stage 11 
Race-Tuned 
Cero aecelrs 1 ee) a 
By deel (ol eee 
: sib power. 


vane ne A . - 
Here's where the going gets CaN tough: a etn ae ele re race e ne Grand Valley a 
BS) \-1c10\ re)" [t's certainly a test of endurance Cluacataciaic lh since fialey computer oe 


oe ue es eee aug FTO me Ed Wey eke ical is oa for, ee 


eee Cl rad sn a conte per with NY: Ces atc eee oo - 
ing.it a really easy car to face. It's plenty forgiving if your concentration starts to lapse, 
and it also has good top speed. With reasonably fast, consistent racing it's CEI 0 
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oe HEE eg Boe | : : i a ee 
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Tea eee Foc) a eins) es Teel Se vse Bes es the aie a, 
__ is*ideal for this-it’s the best all-round car in the.game. And again, Bice lsiy andconsis- ae eateee te 
cus racing: Saale ol HO Msi eeletshoy if you clas ac (ay; ale eS Or Nee a Aes ere | 4 oe yt. 
: a ie ae ae this CU style c ce se Seg sre 


Ano Pence ent is a e hie cd te eee ee ocr eee Me ee ~ 
|. Out incredibly quickly, so Fo e)={ov eo) hc] pulling into the pits every 15 iio! ne lapstornew 
f eccs ea faleg uC a Mice: King of this one, since its combination of AWD. 
"and immense power blows away the opposition ou igs tee to a oe a eS a 
& ace ca Be andy iN aera ee Oy sg ce | u 


U.S. Vs Japanese 
The Mitsubishi FTO Limited Edition destroys the competition in this race, thanks to ‘high power and 4VVD. But if 


you want variety, any of the race-converted "big five’ work here, and a fully-tuned os GTS: R offers laughs a-plen- 
ty IT lurid tall slides are yout thing. 


Japanese Vs B sritish 
Like the above, the Mitsubishi FIO hiptiee Edition rocks. Any of the ‘big five" are ene If itsa British racer 
you re after, theres nothing better than a race-tuned Cerbera—although its huge rear-wheel power and superlight 
weight make racing an oversteer-spectacular (the back spins out when you pour the power on too early). Once you 
« win it, the Cerbera Limited Edition is absolutely fantastic. When you learn. now t to Orive | t plone you can comer 
on two wheels while a i sliding under full acceleration. Brilliant! 


- wil en QD , ae . ie 
tees ‘4D at ish Vs. i 8 ac aa 


The Viper GTS. R Is king for this or one, y akhoudt the Caner fully tuned with racing ‘bedi is a Caan, fia altemative as 
Again, | just be careful with the throttle; both cars are voy powerful and igh eos and tend ao | oversteer. al 
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. of eel ee} Cviianoralci@ciecicneicie ciel oases This can be used to your advan- | 
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eg te other thing that can: nay ee 
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The hardcore gamer’s bible at 70% off 


Next Generation Is the 3 
intelligent game MagaZine [RRA eibkdleaanaama = TT 
covering leading-edge »° CD-ROM : Nintendo 64 - Saturn + Fiey 
computer and videogames | % 
for passionate, multisystem 
gamers. 

Next Generation editors 
cut through the hype to 
reveal the hottest games 
affecting both the here and | 
now and your gaming future. || 


Inside you'll find: 


e The best previews 
months ahead of other 
publications 
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* Credible, definitive oo Mint Sh The console that lets you make tne 9 
reviews from the | 2 eee ; 


industry's best editors 


Bry okt ea aca el ay ; 


ae le) | PoC then how to | 
REVEALED! 
Everything they don't 


teach you at the DigiPen 
video-game school 


e Dozens of high-quality | soll her, PLUS: 
screenshots to help you 
make tough purchasing 


1S] : ee Se f those q 
decis ONS Boy ai ata eae Brrertnaceliicne 


Call now for your FREE ISSUE 


uirky Japanese games 


at no risk. If you’re pleased with what you see, we'll send you 11 more Issues 
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The First Codes and Empire City a 


ASP ae eee eee Pe es ee eee eee eee eee ae Pa ee era ea eee ee Tee ae eka a eee ee = it bP RE DR rr a ke a a eh |! 





ere following up on last month's strategy with the game's the codes and secrets department, and NFSIII: Hot Pursuit is no 
first codes and the shortcut locations for the bonus track, exception. And just wait until you get a load of Empire City! It's 
Empire City. The Need For Speed series has always been prolificin we’ il’ 








| Jumping Beans Language Cheats 

: To make the cars around you flip out of | One of the more entertaining features 
eo Ss | the way by honking your horn, press | of the game is all of the over-the-top 
| Enter all the codes after you press ! | R1+L2. Trying this | voice acting used for the cops. The 
START ¢ on ‘the last screen before you | in the two-player mode makes for an | voices add that extra bit of realism and 


| entirely different game. tension to an already great Pursuit 
| screen appears, ‘You can only us use con | ieee Mode. These codes affect the cops 
_ troller one to enter the codes. aon Slower Game voices in this mode, and they come 
will affect gameplay i in any mode. _ | This code will slow the game down by | strongly recommended. 
‘eee 20%, making it easier to control and 


more realistic. Enter # + X + A to | Cops speak with different 
enable this mode. accent: # + R1 +12 












Heavy Car Cops speak German: * + R2 + L1 
The Heavy Car code will increase the | 

weight of your car. It won't necessarily | Cops speak Spanish: + + R2 + L1 
make your car stick to the ground any 

better, but it will enable you to knock | Cops speak Italian: € + R2 +L1 ea : 
anyone you want to off the road. Press Sy ee 
SELECT + UO) + X to enable it. Cops speak French: * + R2 + L1 “tip a we eee you: = 


iar 


i ae a 


rae ‘ 








poet Beet pressing “START me x) and 
be ere the loading s screen 1 GR pears. | 
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ay ey A Ha 
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rplef, drive tothe err Ne | fy, Just before the last ee 
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oe onto a thin, raised side-— = eg, pees So Seana is amon its Area ae Be ase EN ae i G18. ao S a race, you can smash th 
walk. Follow it around the & csieitauallee ei Ve Oar tee Ce 2° Wee At = the graffiti-covered ibe 
Seer ne to et cops and ie : es anys ee aie oe ie 3 ose moe es, hc fence. This will alawe Y 
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‘Symbols U Usedi in This Guide. 





n the arcade version of Tekken 3, bonus charac- 


a) ters were automatically revealed over time. In the 
PlayStation version, things are done a little differently. You 





actually have to earn each of the characters by playing RM 9 z 
through some of the game's various modes. To get the ini- am 
tial bonus characters, simply beat the Arcade Mode:with 


ekken 3 is such a huge game that we had to" 
== split our guide into two parts. Last issue, we 
listed the moves for most of the characters as well 
as a few helpful tips. This month we go further in- 
depth and provide you with the rest of the character 


general controls and commant 


ee ed eked 


=5 Fic 


moves, plus some extremely — 











revealing the bonus characters 


each of the standard characters. One bonus character | iS ia 


revealed for each different standard character Youuse Oks es. 
finish the Arcade Mode.. Here is. the order. In daich the... ms 


Bonus Characters are revealed: 


1. Kuma 6. Bryan Fury - 
2. Julia Chang 7. Heihachi 
3. Gun Jack 8. Ogre 

| 4, Mokujin 9. The Real Ogre 
5. Anna Williams 
Tekken Ball Mode (Gon) 


One of the more interesting hidden surprises exclusive to 
the PlayStation version of Tekken 3 is the Tekken Ball 
Mode. It is revealed when you have beaten the Arcade 
Mode with all of the original characters and earned the 10 
bonus characters. It is basically a strange form of volleyball 
without a net. You must hit the ball back and forth, not 
~ allowing it to touch the ground. If the ball does nappen to 





ying fi ahting 


ni to sates out” 





lim ai yout Base i <=—« bar Goes Cn ‘Ifyou 


manage’ to beat»Gon in=this mode, then: he becomes 
Piao in every other mode 


Tekken Force Mode e (Dr. B). 

While this mode is not hidden, it does hide the last bonus 
character you will need to find. Each time you play through 
the Force Mode, you are awarded a key—first a bronze, 
then a silver, and then a gold. After playing through and get- 
ting all three keys, you need to play through the mode one 


advanced strategies and tactics. We' re 
even including the info on how to earn all 
the bonus characters and secret costumes, 
So you can become a true Jekken 3 master! 
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Mg GNA BIaicow are eRe Hold Down/Back. ete A ea. General Juggling Uppercut Ground Moves. 

she) Risa ARB rene ean Left Punch. ee ee Side Kick 

Xs Be ennnss| Benne Aone: Meet Ake Mthicines, Men tmoontrolempad. LCUEatO,, aM. ct Cerscerarr»UWRsanaacee:-Miliveenn Front. Kick 

A eS i ie ele] tele neutral, center position I ees emacs eet Jump (Low) 

Ee teers MeCN MR Reicacnsses- Biman .Hit following button Bsns cxs ovis aaataatig tet vee. JUMP (High) 

— | | immediately Pe i rrceces ee resvenss ee Weak Pounce | | 
Fcc erento RE rr ereress Tap Forward en tee. Thisemove:can be_linked + Aen... keris essttes Strong Pounce Gt ies eeccettsstesesseenseessnssseeeens Roll ong 
ante dae Tap Back With the” lasbeman move 9 Fe ee eee Run 0 “all Sideways ” ” 
eee ie Tap Up listed before it SiS Anes Stop Running S 
$a eae SF ther Pe ies Tap Down Blsev/ Sse Pee Cross Chop bb Oi vera ee Birnie kek 
4 iran, etme le elapl p/konward UE GB. caine siold&back,. then»sMoOVE the. MKise.scadliceessssaneeineran Fiving Side Kick s | 
Betis ne ~ Tap Up/Back D-padiin.a. full 360°. counter “AO... csesesives cel bivaions, Sliding Leg Sweep $Me i a tet Oll Rackyatne 
M oo ssévisesessserst¥verereas+ see ap. DOwn/Forward clockwise circle oe -<'eo: <a Aggression Charge N Fit X t Qiivrieness.- UiRicieres,- Hence Get up 
oe ag, Tap Down/Back Mil Cl. Bits Hold forward, then move N Pete [| + ANeennesss +++ eeaens Forward Pounce 

tne D-pad in a full 360 General Reversals and Counters 
ev eisciss Eeernccesscoseeerees ....0ld Forward clockwise circle > +(] + X....Left Limb Reversal Counter eee ccs etre ccanisss teen .....-AOll Forwards 

Be ee rerrn esas aMerrecess cif er ae Hold Back ++ At aA“! Limb Reversal Counter ~~ “% +O + Ave Forward Pounce | 
en Hold Up General Moves and Attacks Pet OF ...Ultimate Tackle Dodge 
eng Hold Down PP ee nk Dash Forward +e Ot A. Ultimate Tackle Reversal § While Standing Up 

ear 2 sate: ahold Up/ronwald © ienscsite....Dash Back = 4-0......Ultimate Tackle Punch Counter 9 X».......0.en....ceeStand up with Sweep |] 
BK... aan nn ie Olde p/Back Pe Re tions, DER Ee Backflip + + /......Ultimate Tackle Punch Counter 5) Pian aes pola up wit Side | 
Mawes... citieee-...4101d, Down/Forward i ea ee ee General Uppercut 
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iio pl Attar you Daiveathy Wi manage to ayet panda anid Figjes, fie 
»..... only secrets left to uncover are the hidden costumes. 





“more time—only this time you will have to fight Doctor B. 
~ “after you defeat the last boss. If you are victorious, then he 
will become playable in every mode. Trust us when we say 
that Doctor B. is one of the most bizarre characters you will 


ever see in a fighting game! 


Panda and Tiger 

The last two characters, Panda and Tiger, are revealed 
after you have earned all of the other 21 characters’ end- 
ings. They don’t have their own space on the character 
select screen, though. To select Panda, highlight Kuma 
and hit any kick button. For Tiger, simply highlight Eady 
and push START. 
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The most obvious tactic you.can employ is “mixing up’ 

your attacks. loo often, players get accustomed to attack- 
ing in a specific way and don't vary their offensive moves 
enough. Ihe characters have been designed in such a way 
that it is easy to execute 4 variety of attacks that hit at var- 
ious height levels. In fact, a lot of characters have specific 
combos that start off low and then end high, or vice-versa. 
You should practice the characters enough so that you 
know at least a couple of different moves and where they 
impact your opponents. Try to perfect a few of the attacks 
that hit at high, medium, and low levels, and those that hit 
crouching and tallen opponents. 





Learn the ranges of the characters’ attacks so that you 
Know when an attack is feasible. If you get good enough 
at “ranging,” you can stay ata safe distance during most 
of the fight. Also, you can trick your opponents into exe- 
cuting attacks that will fall short of hitting you, which will 
allow for some easy counter attacks. A classic example of 
this is kicking. VWWhen unsure of what attack to execute 
next, a lot of players will simply throw out a kick in hopes 
of it actually connecting. If you know your character's 
range well enough, then you can easily stay out of the way 
of such an attack, and then hit your opponent's kick with a 
kick of your own. This is especially easy to do with the 
faster characters like Nina Williams or Yoshimitsu. 





Many fighting games have some sort of 
dash move; so most players probably have 
a good understanding of how they work 
and how to do them. Dashing is an impor- 
tant technique to learn and is a core ele- 
ment of Tekken 3's fighting system. To 
dash forward, all you have to do is tap >, 
+. To dash back, simply hit «, €. Once 
you gain a better understanding of your 
character's range, then dashing becomes a 
useful tool on both defense and offense. 





4 Dash forward to attack opponents 
whenever you see that they are stuck in 
an Unblockable Move animation. 


Some characters, like Nina Williams, already 














PHOS AE HA ind oA | Rl Bay Ray BAY 


ASA ail le 





. Dash back just enough to dodge any 
major attacks, such as icicle? and then 
counter with an attack of your own. 














have easy combos that vary in their attack levels. Spend some time 
learning them. It is critical to know the best situations in which to use each combo. 











Here’s a cheap trick—dash forward and 
then duck at the last minute. Most often, 


opponents will attack high and miss you! 








oves 
Headspin PICK ec EX EK 


Mole Re + 
Ostrich Cut Attack (While JUMPING).....0.ccccccsseseeeeeeeX + 
Giant Tortoise Push (while crouching)..............% +X + 
Mammoth Smashing Attack ......ccccccceecceeseee® + X + 
Vile Vig Ode ee a AN 
hdd ees. 5k a lace +O PA 
Bt DPOO cc eK + 
spinning Tail Attack 3.3.6. ccc..0, 0, 0,0; 
AlllOator Tall AttaCk 3 ec + X, X 


Sra Hee Ad Oke ii ere 
Toss'And: Bite TRTOW g.cccc.cecscscsecuecec.ee f+ XorA+O 
GCHICKENSINUSE hia? tOt+A O+A +A 


Wild Boar Attack (while running) .............% or % + X + 
Kangaroo Attack (while crouching)..................@ +X + 
Unblockable Moves 

MOCORUE ld DlON arden iyo e + K+ 
Sea Otter mitaG kc wwii. ee Xe + 


SKUMIGACK i ae ees Se EC 
ALIMCCIHOMAHGCK ie iii ear, ce ee ELL EA 
WESE MAIS tii icenee se ice OL EA 
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Tunning attachs * 
a Eos the tradition of the 
series, every character in Tekken 


Fs 3-can. run; To.do so, just tap%,.%, %. You 
_ will only run, however, if you have enough 


- Baseball Slide: RK 





















Gun Jack Moves oe ter 
Litt'and TOSSAccsssancsetre te eee saraeoenee 
Lifting Choke and TOSS ....,..0t:cesccuee 2 
Megaton Punch ........... Lal ee 


Face | If) the Dirt. Lua ae i vaa kaa te elas Were arene Rae ate eet wv 4 A + roe x ork’ lift 


a ie : 
a ae ’ ite htt 


Modified Death Heave eee 
Stone Knee «.....u.wsscnncanie ee a Coe 
Pyramid Driver vc: idcacatianeaece es Ye bill = ee 
Choke Slam a. OCR 


Hanging Neck Throw......... 

Spinal Crush (when facing : 
opponent's back). — 

Death Shot aval a tee oe 


Punch, Elnew & Uppercut... 
Megaton Sweep 


Megaton PUNCH .i..:s:csecarnimvaneen a uM a ee glOr 
Double Hammer Strik@.....ccccccessesesssseeeseen oo +A,O4+ A = 
Reverse Hammer Strike 2. one 

(while standing Up) .........:.see.e- HEE Oo ea 10H Hit Co son WC 
Reverse Double Hammer Strike — 

(While Standing UP) ........ssecsceseereernen pe) a: + tA 
Kuma/ Panda Moves Pounding Rag [ Dol Toss. ie EP Gtesep eft) (1+X 
Rabid Beatics ieee ee 54: Biting Rag Doll 
Bear Hug Back Breaker.......... ae pln aa eels At O | 7 _Toss (when facing copoent DACK) «a sssssssseeerrenen LI + X 
Stone Haadbutt. (cat ee +4700 - Dancing Bear Taunt..... ssvesenunacensnnsennenensanneennnstn wed a0) 
Circus Roll and toss..........%, %, %, &, €, + O4A | Bear Hammer.. enn sssenees 40, Oe 
Big Bear Drop...... cae SS gidesten right) +X : Treble Clef CEM roseareenssenanisen *40,-0-0 


. se ebb tT A 
oo +/, LIF A 


: Cross Cut Saw... 
+ Double Hammer Bie Basile anes 
Reverse Double Hammer = 
Strike (while standing up). Lg 


Has BB Hs a ae er 
: Springing Hammer — 


(while on the GUNA Pe neal are ae eh zy 

Windmil PURGES oe ae. noe ¥+OA,O,A 

; Windmill Punches 

with Bear Slash...) #e+OlA oo 
Double Elbow & Uppercut. eas ee es or ees AN 
Uppercut & Claw | 

strike (while ee Ute ees She ae es as06 ee eS) 7X 

Megaton PUNCH oe ee ors ehh ccses #0 oe wth 
Rushing Uppercut... SSAA TaViatesdansinntivin es Wore eet LS 
Uspercut RUSH se. cteeasiestcacet + Ol AP LILA 
Uppercut Rush & High Attack. ic ELS 2 A % +8 
Uppercut Rush & Mid Attack..........8+4A,0), A, # +0 


| ee nosy & Low Attack... rai bik; 0 A,*+0 






"You will notice that two of the above 
moves, the Knock-Down Tackle and the 
Shoulder Ram, are executed the same 
way. They depend.on the distance you are 
from your opponent when you start run- 
ning. If you are relatively near your oppo- 
nent, then your character will execute the 
Tackle when you connect. If the two char- 
acters are far apart when you start running, 
then your character will execute the 
Shoulder Ram on impact. Since so much 
speed and power is built up from running 
the long distance, the Shoulder Ram is the 
strongest running attack available and can 
not be reversed or blocked. The only way 
to dodge it is to sidestep just before the 
move Is about to hit. 





room. lf you are near an opponent, all you 
can hope for is a short forward dash. 

You can employ a couple of tactics 
while your character is running, but most of 
them are offensive in nature. Here is a 
breakdown of the attacks you can execute: 
Jumping Kick: LK 
Knock-Down Tackle: n 
Shoulder Ram: n 
Dive: LP + RP 


; ee 
ia i 


your opponent... 


—— 


ei tei nt ie nie sea ged : 
. _ in . 
+ bth + 7 at 
eh oS r " 
Tees oriee 


ree = wee ee fy a : : i o F 

aie Pe het see Pail bee : 

eee nT ses Pat Roe mea : = : 
Sete at * 7 : eas, poet fan Say - eo 
Pate { al st pei = = 

Neat er TS ee cere eenenenens ve . i+, es = 

ma ee ee p Toe pean ua ots - Z 
> ar fegeann Let yi ag 
a i. : 


srs. che= Doig. Tht SP 


& If you happen to be far away from 


Remember that you can hit € on the 
directional pad to make your character 
instantly stop running. This is a great defen- 
sive technique to employ if you think your 
opponent is about to execute an attack. Of 





| a reese one 0. Cl + “a * | 





= FO-HIt Comb .o.ec.ssceeeecsseees ee A, OO) 0A, 0, A, 
oo H++O+A,0+A 
2 10-Hit Combo.............0..0. Pei cash a+010, 0, X, O, 0, 
, A,O,O0U+A,0+A 
40-Hit Gomib0-3 =... @ + 0 U “ XO BA; 
| 1 ++0O+A,U+A 
Uppercut & High Attack ...... eee. + utgA 940 
Uppercut & Mid Attack oe euwsA 440 
Uppercut & Low Attack... #, MFA, & +0 
Low Bear Hammer 
Rush & High Attack.............c0 +O000,4,%+0 
Low Bear Hammer 
RUS Ge IVI AttaCK seer scee 02) + OO OA a +0 
Low Bear Hammer 
Rush & Low Attack .....0.0... Aaa i) Tel El cA +4 
SCARE RSS te ecevelictlevanesdivbees A4X%+0 
Roll Forward ............ ESAs Bed RMN Gules Sik MN» * 
RRO BCA ee Naitiodennee @, © 
Sitting Slaw AttaCK .....:ccslecsescccdeeceescueees Hale gets ALI A, U, A 
SIL DOW: se.cs-u0 =. ye YTV ATee ERs deaavolaveeens Aas d es X+0 
Ol EQRWAIGE a: cecnc- rea Fe eis ide alot, iN ee 
FONE ESA UVES 8 ee er Nee es asslcavdeccicenavsestaselesonsess ee 
SIEING: GIA WALLA CK ahr crtierncsscsroreanss U1, A, LY A 
UIE ESIMG WICK ss chasssivvitiarssicciet 01 tA 
eT IOM: GIEINI@ I csc esos cs eco re LET 
Unblockable Moves 
Beale EOC sess os sctee sce csaaescine € €4+4A+X+0 
BAU SIdS El se ee Ninna FLUFA 
Rolling Bear... Rie, ee ean OC 





ad aed em 

* n Ee "t a J aro 

. See f atte, fe r a i 4 ae 
% ae 


A ...Try running towards them and 
doing a Shoulder Ram. 





course, if you are far enough away, your 
best choice is to continue running and.go 
for a Shoulder Ram. It has such a high hit 
priority that your opponent's attacks nor- 
mally won't even matter. 
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Double Punishment 

(Gutpunch MUSt CONNECE) .....c ccc & $A 
RIE ONDE a eoriiec sce sivscicseceiesisésvsncevroscgoeess My Oy 
Juggling Uppercut (while Standing Up) ........cccceeeeeee le 
Gutpunch (While standing Up) oo... eee eeeereesereereee ed 
Knee Combo (while standing Up) oo... ceeeeeeereeeX, 
I IMSAGIAVV bstiscassssysucsassess00dee sonedsesedassddscesssnioeve( SHIGSLOD) Ee 
VIPS tO sicccccssseesseateaseifdosovssecvuecsderpessesocesees( SIDOSTOD aex 
IMD RIMMED oh ys svacsCivcgscéicas vrelovacecilcoseilocee entire SEES 


aa. 
i. 


ERT CIM UITEIS soot csssciconadeeeedesapvtiecssesdvececsveondersas eater te 









Low Conte Break icacior 
Low Gomb0. Break ccc 
Sledachanmer. 
spinning ElDOW,.. ce 
Phantom'S Claw... ctv | 
Entering PeNtaGON ircccisie carne 
Pentagon Attack #1 ee Ok 
Pentagon Attack pg OA 


Southern CroSS.scscssssssetscteeteeee 3 x 2 
Double Quick Kick insninnenmnronmesneanainsase 
Gatling Attack COMPO. nrrnetenienennrienriennedy Ay 
Quad Attack COMBO «.....scssseyseessesssesserssescsress hs, 2 





i 


ee Kicker. ae 
S how orien " 
SPUR RUST eh dei cicct ctr OF 5 o, 
~ Kickboxer's tow Left ee ea + 4X 

-Kickboxer’s Low Right ok...’ 1 @) 
Desde Meck a eX +0 
= Backwards nos a K€ n 
Dees X +0 
Dodge & Thrusting Baliga te eee HA 
Pe ape. Punch SEMICR occa +A.0 
~ Spinning Be fihes & Spin Kick ei alae eA: 
eee Thrust & Triple Bune +X, A, U, 
_ Freezer BUI. sessstesnseesseseeenettcseeinseisetie # +X, A, OU 
Sebi ing Sorceat Kick. ee ee #€+0 
~ Straight be eed eH 
= MONG SOIMKIGK ee ccsvccseistsrccecoscecescie?;, & + X 
Hopping re a+0O 
_ Juggling DUE isteatstpecemna ©, ¥ 9+ 
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Unblockable Moves So o 
Sid WINdEE ennai + a . Oo. = 
KING CODFa.......ccescenserevitessteeeaiereres eee oO = 7 








10-Hit Combo..............€+X%,0,0,A,0,0,A OA 
Eight-Hit Combo............0.€ +X, 0,0, A, Ox 
Eight-Hit Combo...........0000 +X, O,0,A,0,0,4,0- - 





Pc. kee hh hk kh hh hh hl rh lh ee ehh re rh hae eee eke ee ee ee 


1 7 - 
p is =i ee bt ad 


Exploder eee ee ow Sethe eet et eee re entre eee en eee tnes sere en eeens Prerrnenes 


Running Sool 


Hopping Slid e ce : 
Front Thrust Kick. .1c che jets crercna er 
on 


Hunting a 
Thrust Kick. ssrntnigene eee oo 





Ogre I Move 
Lift ANd TOSS .cs..sci..ssctscvscqoscassceqvee os sor reese eee 
Double Back Breaker ........cc::s0.scsstecczsestosvtse core omee te GD 
Waning Moon ......:sccessocevsocesvevesvsertareds teens May Mo rete 
Multiple Thrashing ............................(sidestep left) 0 + X 
Divine SMAShET........sccecseeseereeeeeeee (SIGEStED right) L1 + X 
Grand Slam (when facing 

OPPONENT'S DACK)......ccseecscseeceeeseressreres Col ome OF cue 
shield Power Surge (on counter) ..........c0s. & +L + A 
Shining Fists, 3-Hit Combo 0.2.00. ee 
DeMOnNn Slayer .....sccsecesecossoecsesvescvaicedeecpvens len eetn Ge tame es 
TWIN PISTONS ..2.ssessessesesessiscvessonsveelbbcreelcauenyn eae create 
Step-ln PUNCH wi csceccseclesssesceessievsensh eee eee eta 
Demon SCISSOFS.:....sinessieenequs ree eee ~X 
Backtlio & Tooth Fay s.::ccccissersestsserseccse, de ees 
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“Try to sidestep « an attack foo ee late, 


and you. will almost t always take. ahit 












idestepping has also been included in Tekken 3, — 
but unlike in Tekken 2, every character is able to 
execute this useful move. With it, you can cause your char- 
acter to shift its axis to the left or right of its standard fight- 
ing position. To execute a sidestep, simply tap *, nor ¥, 
non the D-pad. The *, n command causes your character 
to shift towards the back of the screen, while *, n makes. 
your character shift towards the front of the screen. 

You can use sidesteps in both offensive and defensive 
manners. Offensively, you can run towards your opponent, 
sidestep at the last minute, and then attack from the side. 
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unblocHable moves 








Moves for Anna Williams, 


| very character has at least one unblockable attack, and 
a lot of them have many more. As the name suggests, 
unblockable attacks are moves that characters can not guard 
against. You can only escape them by sidestepping, getting out 
of their range, or by attacking your opponent before the un- 
blockable move is fully executed. Obviously, the ideal situation 
is to be out of the range of any such unblockable attacks when 
they occur, Most of them are extremely slow and can be seen 
coming rather easily—just look for the unique glow that occurs 
whenever an unblockable is being charged up. However, some 
characters have unblockables that are quite fast and are harder 
to see coming (Yoshimitsu is one such character). Fortunately, 
these “faster” unblockables don't take off that much health. 
Unblockables don't incur any set amount of damage, but 


iq a and Mo — in 


. ; characters share the same moves with tl F 


hidden costumes | 


As it Tekken 3's hidden characters and modes werent 
enough, Namco went even further and put In secret cos- 
| tumes for four of the characters: Jin, Ling, Anna, and Gun 
| Jack. To get these costumes, you have to play as each 
character a specific number of times. Here is the break- 
| down of how many times you must + as each of them 
to get their bonus third costumes: a 


- Jin Kazama: 50 Secs ~ 
Ling Xiaoyu: 50 times 
Anna Williams: 25 times 
Gun Jack: 10 times. 


| The easiest method is to select the Versus mode and 
____| then play a character against the same character over and 


4 A few of the characters, such as Nina Williams, can 
actually stop their Unblockable Moves after they have 
executed them. Watch out, and don’t be fooled! 


_ most standard ones take off around 70% to 80% of your health. 


_ Ogre is an exception, as his main unblockable can kill you in a single strike. Obviously, you 
| Should do youl best to not get hit a such an attack. Most eByeNe will back away by hit- 


ee ee ee 


UL ie a a 





a m i bably « one oe ‘the more “Useful additions to 
. Tekken 3's fighting arsenal is the Power-Up 


_Charaer Hitting al of ve attack buttons Cr + RP +LK + 
a — ist like tie Unblockable. aves you can tel that 
a a Power-Up» Charge is occurring by the glow that engulfs 
2 ‘the character. After your character is charged up with ener- 
a oY. any. attacks oe do will be counted as counterattacks. 





e r Te Porciee Charge i is a very al feature and 
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J 1S os as Brows 6 g0, you daly have a sfias really use- 

= ful tactics to employ. You can escape from virtual- 
ly every throw by inputting specific joypad commands, so 
~ you should learn how to escape from as many as possible. 
_ There is no real need to learn all of them, just get to know 
— the ones that concern the more popular throws. As your 
“skill increases, try learning more and more escapes. You 
~ should also get familiar with how all the different throws 
look, so you can instantly recall what escape command 
you need to input into the joypad. 





A JUNE 19598 


: should be used ‘whenever possible. It has a few down- 
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See that yOu Ss keep _ eed. thera, Y You cannot 
cannot block while “charging.” You can, .however,. stil 
move around freely and sidestep. Also, after charging up, 
you only have a small amount of time to take advantage of 
the Power Up. As soon as the glow around your charac- 
ter's hands subsides, your attacks will return to their nor- 
mal state and do standard damage. 

You may think that Power-Up Charges are only as use- 
fulas Unblockable Moves, but you would be wrong. These 
charges are much faster to. execute and don’t constrain 
you to a set animation for as long. With a little practice, 


_they can be implemented quite easily into your tighting 


style. Learn to charge up your character before starting a 


~ combo, and that combo will become even more devastat- 
ing to your opponent. 


During fights, try running right up to your opponent 


from time to time. The normal reaction for them Is to block, 
which gives you a free opportunity to pull off a throw of 
your choice. Don’t do this too much, however, as players 
are quick to learn. Just remember that they will probably 
try to do the same to you, as well. 

As a last word of advice, don't rely on standard throws 
too much. These are the throws that are executed by hit- 
ting A + 0 or O + X. Since they are so easy to escape 
from, their effectiveness has been greatly reduced. For 
those who don't know, escaping from these standard 
throws only requires one button: 









over again until you have fought with it the required num- 

ber of times. This will cut the amount of times you have 
' to fight in half! Note: To select the bonus costumes once 
| you get them, simply go to the character select screen, 
| highlight the character and hit the START button. 





ting «, «, but the smartest thing to. do is to actually attack — 
your opponent. Characters who are in a unblockable attack 
animation actually take more damage, so this is the best time 
to go in for the kill. 

On a side note, a few characters like Nina VVilliams can 
cancel an unblockable before it is fully executed. The com- 
mand to do this is #, #. This is a very usetul feature because 
you can trick players into coming in for the attack (they think 
you are stuck in the unblockable animation!). You can then — 
cancel your unblockable and hit your opponent with a sur | 
prise combo or throw. 

In general, unblockable attacks should be used very 
sparingly. Virtually every /ekken player can easily avoid them. 
Your best bet is to only use them in instances where you Teel 
that there is little chance of a counterattack. An unblockable 
executed right after you knock your opponent down has a 
good chance of connecting, when your opponent Is getting 


back up. Another instance may be when your opponent is far away and you expect a run- 
ning attack—you should have as qeneh time to pullé of an unblockable before you are hit. 





A Youre can tell you are fully sewered up “0 your har Sem a 
acter’s hands start to glow. Now v go: for that combo! | 





Throw Escape’Button™ 
Ne Li SUT ees eee ee eer iene 
Dek 26 eave Buen Bio O 


This is not to say that you shouldn't use these throws atall, 
just try to apply some of the more complex throws when- .. 
ever you can, as they are a bit harder to break. Also, use | 
few side throws every so often just to keep your Oppo- _ 
nents guessing. Side throws use the same button com- 
mands as standard throws, only you have t to Bees = 
before you can execute them. | | = 
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AXON i ee, ®t X 
DANG Heel CHS te oli @) +O 
Standing Tsunami KICK et OO 
Tsunami Kick (while stanging UO) 2)... O, O 
Infinity Kicks (while standing up) ..........X, X, # +X, X, X 
Demon Godfist (while standing Up) ............csccestesteeeed 
Crotch Chop (while ae ce %4+( 
KMUGKIO BOUND ete AF 1s + L\ 
Backwards Slap. SU): ee ee eo uty 
Downward Atm SUK cn @, 7% +O 
Shin Kick & High ieee! +O,0 
Black SHOUIGEI oe 2? t+ © 
Dive Bomber while down). a OO 
Jump RICK ee XO 
Low Tail Oe re. +X+0 
Mid Tail Attack ee. 





Tail Cyclone oS “4+X+0,X+0 

Low Attack Aliepeve a LS ¥ 

Juggle Recovery (ater being Weg. Seroent Thrust ANG Grab ..c..ccccececcssevercctsnveee ™, BEA 

oe 8 KOI ACV ANCE ec oie ta inl pede ots 

Unblockable moves Runa Sie ele rene FA 
| ier Bomb . ee FES 3 SideWINdE! coco ek ctaeaeusoe bAt X 


“Indigo Punch . ae Pee ying Dragon Flame 2c acne lt A 


Se ne ee Lee ee ere ae th ee ee Ae ee ere en! 


eke ee ee ee eer eer eee eee eee kee ee ee eee er ee eee eee eee ee eee ee eee ee de ee 











to deter an opponent's attacks. The most ~ Just. remember, neither the “Ankle 


st knocked onto the ground. The only prob- 
notable are the Ankle Kick and the Quick 








onsidering that Tekken 3 is one 


‘on the ground, it's wise for you to get 


your character back on Its feet as soon as - 


possible. 1f you do get knocked onto the 


. jot the few fighting games that 
lets you continuously attack characters 


Recovery Roll. The Ankle Kick is execut- 


ed by hitting * + ©, and it will counter 
most characters’ low attacks. It is also 
rather quick, so you should try to use It as 
often as you can. The Quick Recovery 
Roll does exactly what its name implies. 
It executed properly, your character will 


lem with this move is that if you use it 
during the wrong circumstances, your 
character could actually roll right into an 
oncoming attack, getting knocked down 
again. To execute a Quick Recovery Roll, 
just nit A, O, O, or X immediately as your 
character lands on the ground. This is a 
very useful move to use against players 


Kick or the Quick Recovery Roll rear 
are available if your character lands face- 


down on the ground. Your only viable — 
option in that position is to try to roll your — 
character face-up before your opponent 
has time to attack. Also,.the Quick — 
pQeoNenys will not. work / your i asia 





quickly roll back onto its feet after being _ who like to pounce. 


_ ground, you.do have a few. useful moves - 









(2 Rasa rae dat bbe) aaa een 





ow Attack Reversals 


- Low Attack Reversals differ from Standard Reversals in two major ways. First, very few 
characters have them, and second, they cannot be countered. They are designed for use 
against low sweeps and kicks. Just don't use them too much because you leave yourself 
_ wide-open for an attack if you miss one. The standard way to execute a Low Attack 
ehiowergehis %¥+A+00%+04X. 

___» Considering all the new reversals in Tekken 3, Namco needed a way to make sure that 
~ they. wouldn't be overused. To balance everything out, a Reversal Counter was added. 
ou Basically, a Reversal Counter does what its name implies—it allows you to counter against 
- an. opponent's reversal. However, Reversal Counters require a little bit of forethought. You 
need to know which of your character's limbs is being reversed in order to counter it cor- 
rectly. fa right punch or right kick is being reversed, then you need to use the * + A + 
_ [Reversal Counter. If your left punch or left kick is being reversed, use # +O +X. Asa 
precaution, you ‘might'want to go ahead and input the commands for a Reversal Counter 
_afterany attack you even marginally think may be reversed. There is no downside to doing 
_this-because of how the game's buffering system Works. If you: input the command for 
an attackand quickly follow it with the command for the corresponding Counter Reversal, 
isan Reversal, ill, automaticaly Kick. in. if you get reversed, If vous don't. get 
























a Only a a fow characters have. Low J Attack Reversals. They an are extremely us 
players who like to use a lot of | sweeps and low kicks. —_ oe 





* 


A WWWPSNOoONLINE,. COM AAAAAMAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA ADAAAAMAAAAMAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 


JUNE 19948 A 









R Sports Powerboat Racing is all about physics, and afun- producer and is thorough 
damental understanding of them will increase your intimate with the engine and its 
chances of victory and help you achieve the best times. To offeryou nuances. We were able to get him to 

the most accurate information, we needed to find someone with throw down some tips that should hel 
the kind of experience only gained from playing the game for decrease the games learning curve and get you rac- 
countless hours—and that we did. Jeff Barnhart is the game's _ ing along with the best in no time. 


Fue SPP ert ee eer aa ar ae ae ea ee ae aa a a a ea a ea rae a a eae ee aaa ae ea ae aa a a ea aaa ae aa aa ea a ee a eae a a ea ka a ra ka aa ra a ae a a a aaa a kaa aaa a a eka a ra rh a a a a ae a ea a aa eke a ar a rk eka a a a ha aaa aa ae a ae a 


Getting Started: The Challe ge Mode win a challenge race, you will be given the option to save your ghost boat. Race 


against your best laps to learn how to keep shaving seconds off your lap times and 
We recommend that you start out in the Challenge Mode, to practice your skills and how to master each boat. Each time you beat your ghost boat, you will in effect 
become familiar with the techniques and tips in the following guide. Every time you __ increase the difficulty level of the track, forcing yourself to get better. 








r 


srg ha ee 


oi poe it want to flip | 
ap ie a Is a ‘your boat will 


reoucing| your enced a 
oe best me to hit a jump IS tot trim. 


Pl Have ° our trim all the way t up ‘when 
approach ing a jump, then immediatel Ee 


a own in the air to avoid a sae : 
‘Trim down too far, though, and your 
boat will become a submarine. 


_ Ghateuic 
SOS 


eae es 
iy 


7 a. If your trim is Is set too low when you hit oe 
the water, your boat will dive under. — . 
_ While this may look kind of cool, it is 


_ A Trim up c and [get that nose out of the . a To ae during turns, trim _ sa ae something you want to avoid < 
, Js on ihe seal | haw: ays. ‘so your bo at is flat in th -water, = -—s-— because it will slow you down, 


ee es 
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very diffi to ee , 
but it adds to the 





_ | =» 24 asswords and cheats are your reward for winning the different modes we thought we would list them all right here in one easy-to-reference place. To 
_» _ of play. As you beat the Arcade and Championship modes, more pass- _ use the cheats, enter them in as your name. You'll need to enter the passwords 


Deyo : au 


words and cheats are revealed. You may have already found some of them, but at the password screen, which of course is accessed from the main menu. 


oe oy Shee ' a mine, b 
a hidden extra track! — 


_&@ The old-style boats are actually j just . 
cool repaints for all the normal boats, 
both catamaran and monohull 





4 WNWPSMONLINE«COM aaaaaddddadaddsssddssbsbbAsssbbbbbAAAAAAAAbbbbbbd AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA JUNE 15O9QH a 








race, press START to pause the game. Then press + 
Select Course Time of Day five times Tollowed by tive times. After you unpause 
This trick will allow you to select the time of day when _ the game you can use the zoom buttons to check out 
you will race (a normal game will cycle from day to __ the additional views. 

dusk to night). Enter the codes on the Course Select 
screen to choose the time of day that you want. 


Night Only Race: Press and hold R1 + R2 while 
selecting the track. 

Day Only Race: Press and hold L1 + L2 while select- 
ing the track. 

Dusk Only Race: Press and hold R1 + R2 + L1 + 12 
while selecting the track. 







> ive 


» When you enter “vane 


one of the Time of 

~~ Enter _ Day codes on the 

the tile crear When course select screen, 
done correctly, you —s you can choose to 

_will be brought to the run the entire race 
Total Chaos cae | during the day... 











4 This far-off view gives you a great vantage point for 
anticipating the next corner, 








» ...During dusk... 





art iat sat tao 
BLOODWHEEL 


> Or at night! 






4 Those who play a lot of Micro Machines will dig this 
view, but everyone else may find it a liitle difficuls fo use. 


Access All the Cars 
Use this to race as any of the cars in the game. At the 


car select screen, press and hold R1 + R2 + L1 + L2 
+ SELECT + * + 


eters a= 
eihia dy ae 
MAK ean) are 





you ent _ 
Srowraam code. Be 














8 Lo S wo mr | LL 4. Now you can race Racer X’s car right from the start of 


ee oe BRR a aie Soe the game. Man, cheating sure can be cool! 
move ‘the ce acid «RRS | sae : See 








all the ae 


x cae stop t the Two Extra Views 


Speed Racer has a couple of hidden views. One |s 
from way above and beyond, and the other |s trom 
directly above (like in Micro Machines). During your 
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spawn 

These codes will make this torturous game quite a bit 
easier—almost making it slightly fun (but not quite). 
Enter all the codes after starting a game, while tne 
game is paused. No indication Is given for correct code 


entry, so you will just have to unpause the game to see 
if you got it to work. Sometimes it can be hard to tell 
whether the code Is actually working. 


. ra 
pw a A, ne A by A gb pL hg ig a ep RE i lg RyRy ly Ry Py Sg A LP 
ast a’ ae : Tee 
Hine ae ee eee om le he Seater nae nie Hot 

a ER A cl ae 
Sse Leek ela my al ris ope 


oa Ck ey A eer 


a ee ee 


Cd 


ek ee 
cad 


ee ee ee ee | ee 


i ae | 


a a poe a aoe ee ee 






A You have to pause the game before entering any of the 
codes. You won’t know if you entered them correctly until - 
you unpause the game. 











-Acclai 


Level Skip 








Pause the game. Press and hold down L1 + R1 + L2 VISION, . 


A 


+ R2, then press A, X, (1, ©, ©, O. When entered cor- 
rectly you will automatically go to the next level. 
























Pause the game. Press and hold down L1 + R1, then De 109200047 

















x x [| t ) : _/ ar a8 ie ae e Pee ae * Sars pak a a as nm Ss a8 vs 7 . 30-0600 


Invisibility | . 
Pause the game. Press and hold down L1 + R1, then 


Dress |, |, yp Hy Ly Siege ee : oo 
—<éEl NGAUS oo. 
"= a 


e 






























ead 
Caplets 
co 


ed ee eee i 


Pe | ii ‘ew he rar ri an i aoe or a wa Par é s 








ew ee ee ee 


: ee Me ee es ee 





Pirie be 


rc 3 a 
ra tie Wr 
apart i eB oae at) 
Sib) ees, ier ge ra 
mek | ; 


peng = - Ee, 
tp cotoieteee st ame re: : 
et 








poe neta ret ane NOSE a, oe 








a 
ea 











cr fe if S$ eee ee Teer eae eae ee ee ee ee ae 











| Psygnosis....... 











All Power-Ups : _ Ready Soft.................... 








Pause the game. Press and hold down L2 + R2, then  SCEA......... i. 
PrESs EL x 2. Xx. : | 





Allltems | | oS 


Pause the game. Press and hold down L2 + R2, then  Technos....... 
press %, G1, 4 : 


ee ee ee eae a | 











eee a ee ee ea a ee ee ee 





Reset Physical Ability 
Pause the game. Press and hold down L1 + R1, then 
press X, 






























Poy Rec : 
terme | I i ae | * 






















Reset Magic Ability MUA COM see estttttsetternttentteesssen (803) 7394019 






















( 
Pause the game. Press and hold down L1 + R1, then — VIPQU -ossverscsese en eeeserereteeeseee (900) 
press, OX FLA O © _ VRSports................ de 
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Resident Evil 2 

Secret Film “D” 

A hidden roll of film can be found in the S.T.A.R.S. 
room on the second floor of the Police building. Check 
the desk on the left 50 times. We won't spoil the sur- 
prise of what the picture is; you'll just have to find It 
and develop it yourselt! 





he Check this ee at or 50 times ord you shania Bek a 
secret roll of film out of it. (At least that’s how it worked 
in an early version of the game!) 


S Cheat Mode 


_ In issue seven we 6 published 1 two odes e One. Well : 

_ we have a new code that covers the previous codes ~ 
and more. Go to the Password screen from the Main | 
_ Menu and enter “Heybuddy.” " It will take you to a 
_ cheat menu that lets you select any stage and start at - 
any: section. You can also turn. nvincibility on and off 
~ and make all the weapons selectable. You c can remove — 


ee text for: a clean Due screen, as Swell. 


he only ¢« code you heed ae Ona e. te cove ers ers the a 


es ea and more. 


Triple Play ‘9 ‘99° 

Home Run and Strike Out Cheats 

These cheats will either give you an automatic home 

run or an automatic strike out, which will either help or 
hurt your team depending on which side you're on. 
Enter both codes during gameplay and while holding 
R1+R24+1L14+L2. 


_ Automatic Home Run: 4, (1), 4, ©, X, U0, ©, % 
Automatic Strike Out: t, +, A, (, A, O, X, 0 


User Cam 

To access a camera that you can manipulate, enter this 
code during gameplay and while holding R1 + R2 + L1 
tp) © t+ 2 ¢ 


Screw with the Crowd and Announcer Noises 
As in last year's offering, Iriple Play ‘99 has a ton of 





codes that will activate a specific crowd noise or 
announcer comment. They don't affect gameplay and 
are little more than mildly amusing, but here goes. 
Enter the following during gameplay (do not pause), 
while holding L1 + L2 + R1 + R2. 


Crowd Noise: 

"Awww!" X, +, +, X 

Light Cheer: A, X, X, A 
Loud Roar: 0, ¢, €, 0 

Boo; 0,7; :% 0 

Crowd Applause: A, *, *, A 


Announcer Comments: 

“Hey Buck, tell us a story...": #, A, %, O 
Facts/Baseball Trivia: +, X, %, O 
Commercials: €, 0, %, © 

The Nickname Game: ©, %, 0, 
VWeather: X, +, A, * 

2202; CL ®t A 

22??: + A, %,X 


“This game brought to you by...’ 

Jon Spencer: #, A, #, A 

Gary Lam: #, A, *, O 

Chuck Osieja: #, A, #, 0 

steve Rechtschaffner: #, A, *, X 
Brent Nielsen: #, A, *, * 

Pauline Moller: #, A, #, € 

Agathat Kuzniak: #, A, *, + 

Mike “Swanny” Swanson: *, A, *, % 


Duncan Lee: €, F, #, A 

Yanick Lebel: €, 0, O 

Anne Geiger: €, 0, €, 0 

Edwin Gomez: €«, 0, «, X 
Wendell Harlow: €, O, Cut 
stephen Gagno-Cody: «, 1, €, ¢ 
Vanessa Gonwick: €, L, «, + 
Adrienne Travica: «, L, «, % 


Frank Faugno: %, O, %, A 
Michael J. Sokyrka: %, ©, %, © 
Kirby Leung: %, ©, %, 

Jett Coates: %, 0; - X 

Mike Sheath: 
Mark Liljefors: %, ©, %, 
Anne Fouron: %, ©, %, * 
Kenneth Newby: %, O me 


Carolyn Cudmore: ¥, A, ¥, A 
Rick Falck: +, A, +, X 

Louis Wang: +, A, ¥, * 
Mark Dobratz: +, A, +, # 
Brett Marshall: +, A, ¥, ¥ 
Jason Lee: ¥, A, ¥, % 

Jen Cleary: *, *, t, * 
Bob Silliker: ©, +. re ¢ 
Eric Kiss: *, - » + 
Darron Stone: > s > 9 
Ryan Pearson: X, X, X, X 
stan Tung: O, O, O, O 
Rob Anderson: ei 
Mike Rayner: A, A, A, 2 


Hidden Stadiums 

Just like last year’s game, Triple Play ‘99 has three hid- 
den stadiums to play in. You find them by pressing L2, 
L1, R1, L1, R2 on the Stadium Select Screen. Scroll to 


: the angles. 


you will have “dropped. the. camera.” . 
_unpause the game to return to the standard camera. 


go into the first ee view N (see | issue 4, Dec. 1997). 


the far right to find the hidden stadiums: Ancient 
Rome, Neo Vancouver, and Anytown, U.S. | 





4 Enter the Hidden Stadium code on this screen. When 
successful, you will hear the announcer say “Triple Play 
“99,” and you will find the new stadiums on the far right 
of the Stadium Select screen. 





4 Wasn't baseball created by the Romans? Well if it 
wasn’t, it should have been because all those ancient 
stadiums are perfect for it. 


Armored Core | 

Drop Camera 8 
One of the cooler touches to the ety PlayStation title 
Warhawk was the inclusion of a drop camera. This — 
allowed you to drop a stationary camera that would fo — 
low your ship around as if \ you were flying it by remote 
control. Gamers have spent many an hour in. ‘this — 
mode just because it looks. so neat. With this. code, - 
you can drop the same kind of stationary camera in 
Armored Core, It S too o difficult to use e for oe real oe : 





During oe press er + x K+ oo 
will pause. When. you press START again to O UNpaUse, Le 


Pause then 





You can also do a similar trick with O+A+ START to 





ih Try e sntedng Ve code while i in mid-air t to set the camera S 
at a bird’s eye view. oe a 
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game sharH co 


You must have a Game Shark peripheral to use 
a these codes eu ye 


| Legend Sword ra, Cee, .,.801dd5f00001 
| AUTO DESTRUCT 
dpe bles 800a7e100064 
Infinite Heavy Homers............. -sss1.80085ebe0063 
Infinite Heavy Mines.........cceeeee. 800a5eae0063 
Infinite Heavy Rockets.......... fe ..800a5eba0063 
Infinite Heavy SwarMefrs ....... eee 800a5ec20063 
Infinite HOMES ......cccccceeceees, Jee 800a5ebc0063 
Infinite Medium Rockets ...........cce. 800abeb80063 
Infinite Mines .........0..... a eens 800a5eac0063 
Infinite Oil........ Bree ee ...o00abeb00063 
Infinite OUSIGK. 3. a 800a5eb20063 
Infinite ROCKetS ......0....cccseeseseesee-+-- C0085eD60063 
Infinite SWanmers... 34.05 ies. 800a5ec00063 
Beast Wars 


_ Power-Up Weapons 

This game becomes slightly more bearable when you 
can take out baddies with only a shot or two. Use this 

code to power up your weapons to the max. Pause 
the game during gameplay, then press and hold L2 

-andtap *, ¥, €, %, 4, X, U1. Continue to hold L2 until 

you unpause the game by pressing START. 








sony PlayStation Hardware 

Restoring A Deleted Memory Card Block 

This ancient PlayStation secret was actually printed in 
the original instruction manual that came with the first 
batch of Japanese PlayStations. For mysterious rea- 
sons, this hardware trick was removed from following 
editions of the manual. Needless to say, it never made 
it to the vague U.S. PlayStation instructions. 

This trick won't actually bring back saves that have 
been completely deleted, so the code is a little mis- 
leading. However, it is useful as a last-ditch effort to 
retrieve an accidentally deleted save from the 
PlayStation's Memory Card Management screen. To 
get to this screen, turn on the PlayStation without a 
game in it and choose the memory card option. You'll 
be taken to the memory card management screen. If 


GEX: ENTER THE GECKO 

Infinite Health. cee a Soke 800953140004 

INTRETE IVES ee ee soe ..800953100063 

Infinite Time......... UC ieee a OO 40CGooUO 
80140c881520 
d013648c1500 
8013648¢1520 
d014ddb01500 
8014ddb01520 
d01371141500 
801371141520 

MARCH MADNESS ‘98 

Away Team Scores 0..........2:....s0:.+4..800165800000 

Home Team Scores 0...................--..-800151200000 

Infinite Creation Points ......................d00956740001 
800cb438015e 
d00956740000 
800cb438803e 

NEED FOR SPEED V-RALLY 

Infinite Credits... _..c0Obaca40009 


you accidentally delete a save, you can recover It If you 
press L1 + L2 + R1 + R2 before the block shrinks 
down to nothing. If you hit and hold the buttons in 
time, the block will reappear once the buttons are 
released. Once again, your save will be lost if the block 
disappears before you can hit the buttons, so don't try 
it on something important for the first time. 


“Fae a Pe 


eee ee ee ee - 3 a - = os | = 
| 7 ; i “ = ‘ + i 7 RD | = ct 
Aenean emia hota ee i te Peter 
ea fh ake, mer ai iy : eal 
: ‘ rT 4 A 


a8 Tae 
Po ba ba hits ce : 





4 So you’re ina a hice and you beckdectty delete a save? 
Don’t start crying, yet—all may not be lost... 


[ees sari} eee = : : A A oare rs an a ee ee 1 
T 3 / 
MEMORY CARD) 
Ee hice 
; ; cy 5 i) L fe peak oT 5 t os ‘ a 
SS ett A ee Bs 





4 Quickly a the controller and hold down the shoulder 
buttons before the block shrinks qwey! 





: "Balue’s Tower.” 


BR wtiiy) aK 
emia we = the level select. screen and 


a new music — 





oes 


PUNKY SKUNK 


Have 99 Stars.......... eee 1801720400063. | 3 
RESIDENT EVIL 2 (LEON) 
AntiVenoMm oo ee ee 80067430000 
SHADOW MASTER : oe 
Have Grenade Launchet..........cccce 007ab3c010t 
Have MMachinegun ........ fai COU an 200 10d 
Have Halldub. .....8007ab6c010¢ 
Have Rocket Launchet.......... -sesreiss8007AD4c0110 
Infinite Grenades................. eee 800832ac0020 
Infinite Machinegun Ammo..............- ...800831 6cOfff 
Infinite MISSIIES .......c.ceeecesececeeeeseeeeees 800833440020 
Infinite Railgun Ammo............-.----. ....800834460020 
Lasers Never Overheat ..........cccce 800837400000 | 
SKULLMONKEYS Ji 
Extra EWeS: 3 es sv-000962440501 

| ~ 8009b2446301 
Have All 1970'S .....ccccceccscseseceeeveesssss--.009624c0000 


8009b24c0300 





A Whew! The block reappears when you release the 
shoulder buttons. Try this out with your buddies’ 
saves and see how they thank you for showing them 
such a useful trick! 


Klonoa 


Music Test 
As if this cuddly game dich’ t have aaa reasons. ie 
ty. finishing it, tt also has a hidden music test to open - 


when you've saved all the prisoners—that's all the 
prisoners from all the stages. After you accomplish 
this, you'll be treated to a little bonus oe called a 
When en —— 
make it to the top, you'll See a 
funny cinema. Finally, go. to d 











you should be able to select 


test option. 


a Aww, isn’t she’ he _ & 
feller justascuteascan ~~ 
be! If you can stomach — 

even more sweetness, 2 
check out the game’s Sl 
happy tunes on the hid- 8 
den music test! oe 
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Street Fighter Vs. X-Men 

Kick Opponents When They Are Down 

Just like in the arcade version, you can press START | 
after winning a round to retake control of your charac- 
ter and either AEN your defeated foes more or just. 
taunt them. | 


Play as Akuma | 
This will work in all modes of play, including Vs. mode. - 
At the player select screen, highlight either Magneto, 
Juggernaut, Dhalsim, or Vega and press #. Akuma will 
appear and. you can use any button to select him. 


A Just highlight anybody i in the top row of the character 
select screen and press * to get Akuma to appear. Now 
press any button like normal to select him, | 





: Alternate Costume for Chun- Li 

This trick will access an alternative out for Chun- Li 
AG the character select screen, highlight Chun-Li. 
Next, press and hold SELECT for five. seconds before 
pressing an action button to select hee | 











_ mug (the guy 
who created 
Pitfall) can | 
be pasted - 
onto Hanrys 
body. This — 
should turn a 


















a Chun- Li’ 's hidden outfit is very similar to the outfit she 
wears in Street Fighter EX Plus Alpha, only with red trim. 





: A The 2-D Harry code will make him barely visible when 


ee walks | ae er cam B but he king appear normal when | 


aa 








4 : : al | feu ie 







cit ("Thanks 
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y float Gl pin as if heen te space et Tk 
| ig the game a itt le tough, though. 











A PSY 15998 AAA AAAAAAAAAAAAAAAAAAAAMAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA WWW PSNMNONLINE.CON a 








i liyth sl i 
Th 
1 i | 
i it 
1 
i 
t 1 
Jaitel Pitta 
1 | 
1 Th t 1 
1 i 
ii 1 
falleitet 
1 os 1 fuel 
t Vente 
Teal litvetia-t 
i i 
t 
Pein if 
Tralee 





THEME 





ee oe 2 Lostin the moun tains? Use c a Sherpa guide. Lost on the Web? Use Lycos, the Web’s most 
power’ search engine. Lycos 1s a free, Fast Personal Internet Guide that divides the Web into 18 
a a . top rope, areas, 8 ve oe J : e ae y to ee fuide, Ye in a rm ation yo u want ay, over 100 m iL 10 n Web sites. We ve 
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I'm an old guy. At least, | feel old reading 


your magazine. I'm 28, married, and 
have a child. This does not automatical- 
ly quality me for retirement or anything, 
though. | recently bought a PlayStation 
and then bought your magazine to 
decide what games to get. | really enjoy 
RE2, and | couldn't agree more with 
your five-star review. Anyway, I’ve got 
some questions: 

1. Are there any more old guys out there 
who play this stuff, or are the guys | 
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Hill Drive, Brisbane, CA 94005. Or you can « 


_PSM Link-Up, c/o Imagine Media, 150 Nort 
mail us at psm@ 


JUNé 195958 
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< We recently 
got together in 
the deluxe PSM 
chill lounge to 
celebrate the 
one-year 
anniversary of 
the conception 
of PSM. We 
even got young 
Chibi-Chan to 
fly in from 
Japan—so you 
know we had 
some serious 
celebratin’ to 
take care of! 


work with and myself the only ones? 

2. | won't let my son see REZ because 
it will give him nightmares, ditto Tor my 
wite. Are there any games out there 
that my wite would enjoy? It couldn't be 
too violent or too hard (we play a LOT of 
Tetris). Is there anything like this out 
there or on the way? 


Nick “Old Fart" Welfare 
NDW1993@AOL.COM 


- BLAKE: Well, first of 
all i'd like to mention that 
Noah ts 27, married, has a 
baby girl, and plays his 
* PlayStation fanatically— 
“ so don't worry, you're not 
: alone. You'd be surprised 

at the amount of mail we 
get from people your age 
< All sorts of family-friendly 
games are available for the 


~—» | PS, Nick. See if you can find 
i | Super Puzzle Fighter 2. 


id 
ti 


Dorey sVerounck ae) sacle ocr Weta ee aia 
pO era Cy Ciera gel) er ai /sleleelel aa 


DeVoe) Crue One ae en (gle 
eee) tele Nala al coat Nes sclo 


pe Cui mUa ued H | 


PU e Ue nee ACU 


Co Con Moraes eC 
Re Ceci 


> 


Drop us a line 
imagine 








at psm@imagin 


and older. Be at peace my brother— 
videogames know no age limit. 

Now, as for games that your son 
and wife will enjoy. First of all, since 
you liked Tetris so much | would 
highly recommend Super Puzzle 
Fighter fi, and (if you can find it) Bust 
A Move 2. Both are great two-player 
puzzle games with a nice learning 
curve and plenty of depth. Here are 
some other games that your family 
might enjoy: Kionoa, Parappa the 
Rapper, and possibly Riven and 
DiscWorld 2. There are plenty of 
games out there that fit what you're 
looking for, so just go out to the near- 
est rental spot and try a few out. 
There are, after all, hundreds of 
games to choose from! 


What's up, gods of the gaming 
magazine world? | just have a 
Tew questions regarding your 
last magazine, and a few ners 


ie ~ 


1. In your April issue you gave a 
review tor NCAA March 
Madness. In the screenshot, 
UNC was playing against Duke 
and was winning 88 to 8! |, 
being a Duke fan, was appalled. 
2. What's the word on the ASCII _ pe 
RE2 controller and the Tekken 3 figs 
soda coming to the U.S.? : is 
3. Why is Metal Gear Solid taking 7am 
so long to create? | don’t know if A& 
| can wait much longer! 

4. What the hell happened to fam 
the “Ask Sony” section that at. 
was in your first issues? |'m aie 
sure your readers would like (& 
this section back. 


Favorite Games: Bushido eles Mee - 
Metal 1&2, Jet Moto, Crash 2, Tekken 2, 
Quote: Your sword’s soul is not empty 


Peoe ze NCW NCe 0 
PRC Ul ae Monon ACOs 


_ Fighting, Shooter 


reetziam@markesan.k12.wi.us 


Favorite Genres: Al - 
Favorite Games: FAesident Evil, Project 


Resident Evil, Colony Wars 


) arcu Rusch, age 15 : : a ee > 
Pedr ede liit age 15 


PVE Ne\elese si 





e 
‘Well Stew, Metal 
Gear is nearing com- \& 
letion, and you can 
Bs sure that all the 
hype is well-deserved! 


at PSM Letters, care of 


Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
emedia.com. 


That's all for now. | wish Noah luck with 
the kid (how many gallons of coffee Is 
he up to a day?). 


LStew73854@aol.com 


CHRIS: Heh, heh—weil guy, ! 
must admit that | took that UNC vs. 
Duke screen. Being from North 
Carolina, I'm a huge UNC fan, and | 
just couldn’t resist slipping in a little 
anti-Duke rib at you Dookies. Don’t 
take it personally, though—l've got 
all the respect in the world for Duke's 
hoops program. lf they werent so 
darn good, then our rivalry wouldnt 
be so fun! (Sorry about Kentucky, by 
the way.) As for the REZ controller, 
check out my response to Dan 
usa, Silver's letter for the full scoop. 
es There isn’t any “official” 
@ Tekken 3 soda. At the game’s 
ame. recent U.S. unveiling, 
fem Namco passed out 
fh’) some Jones Soda bot- 
tles with Tekken 3 

labels that were made 
up especially for the 
occasion, but you 
Rae wont find them on 
A) “ae store shelves. 
) ( , About Metal 
| Gear, it will be here 
“Ss A before you know it 
Se) «€U(this)§=«6summer in 
hd Japan, October in the 
man 6€(CUS.), so you won't 
> have to wait too 
much longer. Be- 
lieve me, it will be 
worth the wait! 
























> (Continued on pg. 96) 





OddWorld, 


One 


Favorite Games: Fesident Evil D.C., REZ 
fea 


Overkill Test Drive 4, Nuclear and Soviet 
Quote: Thats all you want to do to me 


Siac ance Gast 
Favorite Genres: Anything 


m- Alex Dierling, age 15 
wildchild69@hotmail.com 


Tomb Raider 
Castlevania: SotN 


(Continued on pg. 96) 
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“wc play like” the first one ‘that. you enjoyed so 
_ much. At its core, the second game has to be based 
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- Sometimes making th the same g 
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“In my opinion, a good ending must tell you what 
happens. after you beat the game. In fighting 


games, you have to know what the victors did after 


beating up all those people. Did they learn about 


_ their pasts, did they become famous? Most fighting 


_ games have done this (Tekken 2, Soul Blade), but 
some (Street Fighter Ex Plus Alpha) have not. You 


are left wondering what they did all that for, ee if it. 


ae really worth it. 


: _ Of course, in fighting games the eran iS not very | 
- important. (not when you mainly play two-player), but 
_ RPGs MUST have a good ending. If you are going to. 


Spend: 20, 40, or even over 60 hours playing through 
_agame, you want to know if the characters lived hap- 
_ pily ever after, you want to know if they got together 
_ with such and such, or if the mean old villain some- 
_ how survived and so on. 


__ Foralong time, Square has been the god of good | 
_ endings. However, | feel that Square has recently 


made a couple of serious errors. Final Fantasy VII is 


_ the big one. You play through three disks, defeat 


countless monsters, es your old best friend (who 
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- goor d en ug | _ Not great, ‘but good enough. 
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ae - orto A ee oe Cg There is 





ve ay beta with ened ng wh 
npr ea 3 a : We could cane Stic 


waste of time. Sure, you can at least say to your 
to look forward to. Also, | like long, tough games. The : 
you don't have a good ending, it ruins the game (the 


way Tomb Raider 2 did). If a game iS going to be one 
it needs a great ending. 


Wate at 


| Each TOE we ert sis cnc ovin 6s a moent v Steal 6 ona a diferent a ee of { Plays >t 

' invite debate, so please drop us your opinion on this month’s topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to es “Pause” as the 
aes vee We will run the best of your ene here in this section. 
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tag f 1, DL ten ; i Biopsy shey' ic not. 


that much n diferent ha es e first Street Fighter Il. 
Well, I've said plen ity. Now. i fant to know which 

sequels you think did a a good jot ,and which ones did- 

n't live up to the hype. What could have made the bad 


~ sequels good games? And what advice do you have 
©. 10F developers about making sequels in the future? 
- Let us know (just pea pled 


oF 





ae Js >: CHRIS SLATE 


, ! vy i" we 
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recently has been messing with your mind, killed a 
friend of yours, and chucked a massive meteor at your 
home world), all for what? We never found out if 


3 : Cloud got together with Tifa, if Barret ever got to see 
-; his kid again. We did see that Cid lost an airship... and. 
»: did Yuffie take all of my materia? And after all that, 
: there was the sound of children aughing at me... 


laughing at me!!! 
The story must come first. Then, ard 
only then, can you worry about. the 
graphics. | apologize to any people — 
who love Square (| love Square too), 
but | had to say all of this because | 
have come to expect more from 


oe 
ts 


ae 


| felt great when | beat Brel ees) VIL but when 
| beat the last level in Tomb Raider 2, | felt it was a) 


friends “| beat TR2," but you really need something — 


length builds up the anticipation for the ending, and if 


Adam Disbrow 
jdisbrow@summit.net 
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Action. An eHdin reads to ae some sort of 
action. It can't simply be the credits 
followed by “THE END.” Also, an 
ending needs to have a Siory, 
and it needs to end the game or 
& lead to the sequel. The ending to 
¥ Suikoden bit big-time. After all of 
the little character summations 
(which were something, at least), | 
was like “That sucked!” No FMV, no 
® cut scene, no cinema, no nothing. | 
want to see some action. The end- 
ing to Super Mario World 

» (Super NES) was great. You 
kill Bowser and then you go 
see all of the Yoshis. You walk along and everyone Is 
happy, and then there are fireworks. It was great! A 
good ending needs to have something to do with 
the story. | want “So, Dr. Evil was killed, his secret 
operations facility was found and destroyed, Detect- 
ive Stinky retired, and everyone Is happy. That at 
least ties the story together. 








} Alita 
(address withheld) 


A good ending should make you feel that you beat the 
game for a reason. It could tell what happens to the 
characters, give you bonus options, or reward you 
with a special weapon or something. The last thing 
developers should worry about are the credits. 

Two games | was disappointed with are Tomb 
Raider 1&2. | spent so much time playing both of 
them and then got crummy endings. Neither game 
tells you what happened to Lara later, and they don't 
give you any real bonus options. At the end of Jomb 
Haider all she does is escape in a boat. In the sequel 
she shoots the screen, and then it's credit time. Not 

_ much of an ending. | 
A good ending should nace you feel like 
you put in all your effort for something, 
.. not just to see credits. It should make 
you feel like calling everyone you 
. know and telling them about it. 


-“trirerririe 


| David L Alviola 
| aa | 


the gods at Square. ) 
pe ae i a | 
Joseph Nock Neer cay > CHRIS: [think a lot of game 
|_nock@cariboo. be.c Gan ay i >.” Au py ae a designers just don't consider. end- 


ie 
_ ings to be that important, but in listen- 
ing to you guys, it comes through loud and 
clear that it is. You want an ultimate reward for 
putting in the maximum effort that it takes to 
beat a game. Most of all, you want to know how | 
things turn out after the game is over. You ‘want — 
a real resolution, real closure to the experience. 
Listen up developers, a quickie | FMV fix ain't 
gonna do it! Think it through, put in the extra 
effort, and give us satisfying endings. Otherwise 
why should we bother playing through 
the games to see them? 
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(Continued from pg. 94) 


As for your final question, we 
ditched the Ask Sony column be- 
cause we got tired of Sony giving us 
its generic “official” responses. The 
column seemed like a good idea at 
first, but if all we're going to get from 
Sony is powdered-down info, then 
we're not gonna pass that bunk on to 
you guys. 


| want to start off by congratulating Noah 
and his wife on the birth of their daugh- 
ter, and congratulate the whole crew for 
an excellent job on a comprehensive and 
informative guide for the PlayStation 
society. | read your Gran Turismo and 
NFSIII previews in the April ‘98 issue, 
and | can't wait for strategy guides or 
more info on these games. Last year, | 
got NFS (or NFSII/; | don't remember) and 
ended up hating the game. It took too 
long to load between races and it seems 
as if all of the work was put into the 
menu background rather than the game 
itself (| traded it for MK Trilogy). 

| saw a game at an arcade called 
Cruisin’ World U.S. and it is coming out 
for the Nintendo 64 (please don't think 
I'm a traitor). | don't have an N64, | dont 
olan on buying one, nor do | plan on trad- 
ing my PS for one, but this game Is real- 
ly cool. Being a native New Yorker, | got 
homesick when | drove through the New 
York City race scene. You did mention 
that NFSI/I/ has improved and that Gran 
Turismo \s “arcade quick,” but before | 
go get ‘em, | have a couple of questions: 


1. Can you feature a special in one of 
your future issues about racing games? 
Which have track selection, what cities 
or scenes can you choose from, what 
cars are available for each game, etc? 

2. Is there a racing game out for the 
PlayStation that has a realistic New York 
City track? 

3. Besides the Ultra Racer control you 
reviewed in your April ‘98 issue, Is there 
a racing controller that you recommend? 


Mario Brito 
MBrito@irving.pagemart.com 





A. It’s not actually a racing game, Mario, 
but check out Fox Interactive’s Die Hard 
Trilogy for a taste of the Big Apple. 


First off | would like to congratulate you on an overall great 


| magazine. The new sections (Checkpoint and Q&A) are terrif- 


ic, and the bonuses (Lid Stickers, posters, and Memory Card 
Stickers) are great. Also, your cover art is more original than in 
any other platform magazine. Now, | have a few questions: 


1. Do you guys have any idea when the Dual Shock analog con- 
trollers will be hitting the U.S.? And do you know which games 
they will be compatible with? 

2. | heard about a controller specialized for Resident Evil 2. Do 
you guys know of it, and when it might come out? 

3. Where can you find videogame action figures like Lara, 
Leon, Claire, and the FFV// characters? 


| 4. And finally, is there any news of a Blasto action figure? 


Dan Silver 
Quiksilv52@aol.com 


CHRIS: Howdy Dan! Glad to hear that you like the 


| mag so much. As for your questions: 


1. When it comes to U.S. plans for the Dual Shock, Sony 
still isn't talking. However, we here at PSM have other 


ways of getting the info we want. We've been talking to 
developers and publishers, and many of them are plan- 
ning to start including the Dual Shock “buzz” feature in 
their games this summer. Games like Tekken 3, Dead or 
Alive, Cardinal Syn, and Gran Turismo are all Dual Shock 
compatible. Our best guess is that you ll see the controller 
in late May to June, and there ts a very good chance the 
controller could hit stores the same day as Gran Turismo. 

Unfortunately, there are no current plans to bring the 


REZ controller over to the U.S., and since the game has 


NOAH: Thank you for the compti- 
ment. My wife Jana and our baby 
daughter Reese are both doing great! 
| play a ton of racing games, possibly 
more than any other genre. it sounds 
like you actually picked up WNFSI, 
which is very unfortunate as it really 
sucks. However, the original NFS is a 
classic and still worth getting today. 
Now about those questions: 


1. A feature on the racing genre its 
something I've already been thinking 
about... Maybe we'll do something on 
that in the coming months. 


been out for a while now, we'll probably never see it. Ascii 
put the controller out in Japan, and it hit the same day as 
the game did. It’s a limited edition controller, so if you real- 
ly want one, start checking with Japanese import game 
stores now! 


3. Most of these new videogame action figures are avail- | 


able at big chains like Toys R Us or Electronics Boutique. 


Also, you can find them at many comic shops. However, | 


the REZ figures aren't out just yet. 


No word on any Blasto toys yet, but if somebody | 
decides to make some, you can bet you'll see ‘em here in | 


PSM first! 





RE action figures and Dual Shocks are on the way, Dan! 





2. | think the closest you're going to 
get (and it’s not really a racing 
game) is Die Hard Trilogy. The whole 
last third of the game has you in a 
car driving all over New York, just 
like Bruce Willis did in in Die Hard 
with a Vengeance. 

3. You simply must pick up an analog 
gamepad—you can get the interact 
Barracuda or wait for the Dual Shock 
Sony pad to come out. These are the 
best “pick up and race” controllers 
anywhere, especially considering 
how almost all the new racing games 
support analog control. If you're look- 
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Quote: So who's this Lara Croft chick, cae : 


Enter the Gecko, Tomb Raider 2, Final 
way? (haha) 


Favorite Games: Aesident Evil 2 Gex: 
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Kernersville, North Carolina 27284 


Quote: “Everyone is going to die!” 
Favorite Genres: RPG 


Favorite Genres: Adventure 


me Charles, age 14 
m- Chris Philipps 
7680 Anthony Rd. 
Favorite Games: 
Favorite Games: 


quijar@aol.com 


Quote: PlayStation—anything else would 
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Quote: Some people dream about success 
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Favorite Games: Resident Evil 1&2 NFL 


JStack4233@aol.com 
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Xenogears is a great game, Matt, but no 
one will say if it is coming to the U.S. 


ing for a steering wheel, then the V3 
wheel from Interact or the Mad Catz 
wheel should suit your needs. 


| would like to take this time to say that 
| absolutely love your mag. Everything Is 
so clear and straight to the point. | really 
like the section about the latest releases 
in Japan with Bill and Chibi. Anyway, | 
have a couple of questions to ask: 


1. ls Xenogears actually going to come to 
the States? | heard that it won't because 
of the “religious overtones” that are 
involved. One thing I'd like to say about 
that is what about Final Fantasy Tactics? 
That was all about religion. 

2. Bill, is it really nice in Japan? | was 
thinking about visiting there. 

3. My final question is, how much does a 
PlayStation cost in Japan (U.S. dollars) ? 


Thank you for your time, and | hope that 
you will publish this because I'll give you 
all hugs if you do! 

Matt Osier 

trosier@dreamscape.com 


CHRIS: Here's the deal, Matt— 
we'll answer your letters, but um, you 
can keep the hug. Nothing personal, 
we ve got nothin’ but love for ya! 

BILL: Japan is a GREAT place to 
visit! Just bring some money, espe- 
cially since a PlayStation costs 
¥18,000 (about $139)! 

BLAKE: Nobody is willing to con- 
firm if XenoGears is coming to the 
states, but we've heard about at least 
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Arms, Resident Evil 2, Gran Turismo, 
Quote: Oh my God! They killed Kenny!!! 


Final Fantasy Vil, Crash Bandicoot 2, Wilda 
Tekken 3, Tomb Raider 
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mw The hitman, age 16 


david _bisho 


JUNE 1SSB 


Altamonte Springs, Florida 32701 


two companies that could possibly be 
negotiating for the rights to bring it 
here. it's an incredible game, and the 
religious references aren't as bad as 
we ve been led to believe. 


| am an avid reader of your magazine 
and thoroughly enjoy it. There is one 
huge complaint that | have, though. You 
should make your reviews bigger and 
more informative. | know this has been 
requested before, and your response 
was mainly that there wouldn't be 
room left for other sections. Well, | 
have found the solution for your dilem- 
ma. Make your previews shorter, tor 
example one-half and one-third pages, 
and enlarge your reviews to the size 
the previews currently are, one to four 
pages. My logic for this thinking Is that 
previews don't mean crap. Previews 
are basically speculation on how the 
game will come out and on how it is 
shaping up. But reviews are solid tacts 
and opinions that can be backed up, 
and are based on the final product. 
Reviews tell you whether a game |s 
worth buying or not. Reviews tell you If 
the game is a masterpiece or if | 
blows. | don't care if “This COULD be 
the best game ever!" | do care if “This 
IS the best game ever!” 


Aaron Cuellar 
Rosemead, CA 
FerretMail@aol.com 


SIEVE: You have some good 
points, Aaron. However, we need to 
balance out all the sections fairly. We 
knew that a lot of our readers wanted 
the reviews section to be bigger and 
more in-depth, so we redesigned it 
last issue. We are still tinkering with 
the section, so | encourage you and 
the rest of the readers to send in your 
comments and suggestions about it. 
We feel that the addition of the 
“Game Breakdown” really helps to 
pin-point the pros and cons of each 
game. We even increased the size of 
each review from one-third pages to 
half pages and full pages in order to 


Favorite Games: Resident Evil DC and 
RE2. FFVIL Tomb Raider, Tekken [&ll, Tomb 


Raider 2, Blood Omen: Legacy Of Kain 


Quote: The Hitman Rocks!" 
Alt Games: Resident Evil 2, Armored 
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Favorite Genres: Action/Adventure, RPG. 


n> Tom Sendra, Age 12 


Xcom85@aol.com 
_ Favorite Genres: Mech Combat, Action, 
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direct from nihon 
| would just like to say that your mage- 
zine is THE best that | have seen so far! 
| have all of your issues and not once 
have | thought that your mag was infe- 
rior to any other mag that | have read. 
Well, enough of my babbling. | have - 
some questions for Bill and his side- 
kick. In Tenchu (awesome game, by the © 
way), what do those scrolls in the back — 
of the missions mean, and can you get 
more than one? / 
| heard that Parasite Eve is coming 
out soon in Japan. | also heard that the 
U.S. version is to be simultaneously 
released. Is this true? If not, when Is 
the U.S. version supposed to come? Being a Square fanatic, | was wondering if you 
could tell me about the upcoming Square games for this year (U.S. and Japanese). 
Also, are there any hot import RPGs that are not coming over here to the U.S.? Thank 
you very much for your time, and keep up the good work! 





The scrolls are awards for finishing certain 
levels with a Ninjitsu Initiation ranking. Tenchu 
has eight such awards. 


Redshadow8 
Redshadow8@aol.com 


BILL: Of the eight items you can obtain if you receive a “Ninjitsu Initiation” 
ranking at the end of a level (400+ points), three of them are scrolls. in order of 
appearance, the items are: Shinsoku no Jutsu (The Art of God's Step), Ninpou 
Kaengeki (Ninja Flame Attack), Kuji Goshinfu (Amulet of Protection), Ninpou 
Kagebunshin (The Shadow of the Ninja’s Self), Kawarimi no Jutsu (The Art oi 
Altering the Body), Henge no Jutsu (The Art of Disguise), Ninken (Ninja Dog) 
and Mane Bue (Pipe of Mimicry). Under normal conditions, the maximum 
amount of each item you can have is three, but try holding the 
different shoulder buttons and putting in this button combi- 
nation: up, up, down, down, left, right, left, right, Square, 
Triangle... Also check out the official Tenchu website at 
http://weww.dep.sme.co.jp:80/tenchu/english. 
p>- CHIBI: As for your Square question, Parasite Eve was 
released in Japan on March 29. We've heard no word yet 
about a U.S. release. The only known title not yet released 
for 1998 is Brave Fencer Musashiden (due this summer). A 
great deal of Square software has been released already 
this year: Xenogears (Feb. 11), Bushido Blade 2 
(March 12), FFV (the Super NES port—March 19), 
Parasite Eve (March 29), and Soukaigi (April). As 
far as other RPGs go, Shadow Tower (From 
Software—June), Zilli O'/ (KOEFall), and Tale of 
the Dupion Cocoon (Genki—TBA) are the only ones 
that look interesting at this point. Unfortunately, 
there isn't any official news of these games 
coming to the U.S., so youll have to Lee em 
from Nihon, tomodachi! | 











s Of the known upcoming RPG 
releases, Shadow Toweris _ 
looking particularly interesting. 


ece DVeacn ca BI 


Peat NC 


Pl 
i 


: Ase . 
ance 


Sie Clerc 
Coe : 


Favorite 


ra 
‘ae 
(ans 
: g 
ee 
at oy 
ot 
G3 
re 
es 


Favorite Games: Final Fantasy Tactics, 
IMI NICE Meade sae Kerem iV elareres le) oc 
Bomberman 2, Armored Core, Romancing 


Saga 3, Parappa the Rapper, Tekken 2 
Quote: Gau Gau Gau Gau Gau Gau Gau 
-Gau, Though, Though, Though Though 
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LETTERS 


Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 











Final Fantasy VII 
& F Petter Ea gatia 





4 Petter Engelin sent in this 
shot of Cloud and Chocobo 
all the way from Sweden! 
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so be sure to keep those comments 
and new ideas coming. 

p- CHRIS: I'd just like to add that | 
think you're selling previews too 
short. You cant tell me that most 
gamers don't enjoy seeing what new 
games are headed their way! 


| have two questions: 

1. Is there ever going to be a WWE 
wrestling game? 

2. | think it would be awesome if EA 
sports came out with a track and field 
game similar to the one by Konami. 
Does EA or anyone else have a track 
and tield game in the works? 





4 Your prayers have been answered, 
Chuck—you can start looking for Acclaim’s 
WWF Warzone in July of this year. 


provide more information. We're 
always tinkering with the magazine, 
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_ Favorite Genres: Fighting, Action, Arcade ae 
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a 4 chad Seip did this ea action pose of 
_ Chun Li, as a gouache painting on illus- 


en bs board. Awesome Bice Chad 





Charles Tyson 
OzWR4@aol.com 


- NOAH: | have two answers: 

1. Yes, Acclaim is bringing out WWF 
Warzone in July. 

2. No announcements have been 
made about any kind of track and 
field type games. We probably 
won't see many games of this type 
until the anticipation starts to heat 
up for the 2000 Summer Olympics 
in Australia. 


First of all, | would like to start by saying 
that | have yet to see a better mag than 
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_ FavoriteGenre: Alltypesofgames 
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A Wow, Tifa by moonlight! Big thanks to Lorry 
_Jerman. for tong all our dreams come true. 


> a 
| masterpiece 


| (wwewelsussi 
__mplenet.com), - 


a Chun Li, all 

=) a dressed up and 

| ready to fight! By 
Jos Fouts. = ae 
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yours. Everyone on your Staff is creative 
and humorous. | have been with you 
guys since issue #1, and have no reason 
whatsoever to stop. | have two ques- 
tions for you: 


1. Is there going to be a Resident Evil 2: 
Director's Cut? And if so, when will it be 
released? | am a huge fan, and have 
both Resident Evil: Director's Cut and 
Resident Evil 2. | must say that 
Directors Cut is better than Resident 
Evil. | realize they are the same game, 
but Director's Cut has a few extras and 
makes it much better. A similar version 
ot Resident Evil 2 would be a great idea! 


Site | 


Teras Kasi, RE2 Parappathe Rapper 
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_ Favorite Genre: Role-Playing Games . 
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_old contests all the way up to 


oft this month’ s winners. Remember, 


2. | heard that Jomorrow Never Dies 
will be released on the PlayStation In 
the fourth quarter of this year—is this 
information true? OT course, the Bond 
series moved to PlayStation because It 
is 20 times better than any other sys- 
tem out there. | also heard that there 
will be other themes besides 
weapons, such as snowboarding. Is 
this also true? 


Josh 
JGeno65@aol.com 


B= BLAKE: Thanks for the support, 
Josh! Now all we have to do is find a 
way to make you buy more than one 
subscription at a time, so you'll have 
a copy of PSM for every room in your 
house! Now for those questions: 

1. Capcom hasnt said anything 
about the possibility of an AE2: 
Director's Cut. | would doubt it at this 
moment because, as far as we know, 
nothing was really cut out of the U.S. 
version. However, here’s a little- 
known fact for you: Capcom actually 
had RE2 about 60% done, but decid- 
ed to scrap what they had and start 
from scratch. So there is plenty of 
material out there that was never 
used. It is possible (and we're just 
speculating here) that Capcom might 
find a way to package up that 
unused RE2 material as Resident Evil 
1.5, or something. 

2. Yup, that’s absolutely correct. 
Unfortunately, Black Ops and MGM 
are playing their cards close to their 
chests, so we haven't really seen too 
much. We do know that besides the 
first-person action there will also be 
driving scenes and a skiing mode. 


| hope this magazine will go on forever! 
You are one of the only PS magazines 
that follows rule #1: GIVE THE PEOPLE 
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~>. ~ Gex: Enter The Gecko 


Sirsio Strugar 
- Woodside, NY 


| Bloody 





Rod Wui 
—_ Danville, CA 


if you. still hevent rected = a prize 


ous columns, call us and let us know; _ Bobby Faziola 
- Cedar Grove, NJ 


WHAT THEY WANT!!! Before | end, | 
have some questions. 

1. Is the SaGa Frontier battle system 
more like FF Tactics or FFVII? 

2. Chris, when do you think the new PS 


will be released? 


Harry 


Felony 11-79 
FASTEST TIME 


Roar | 
_ GET ALL OF THE SECRET OPTIONS — 


- Gecideot Evl2 | 
_ GET ALL OF THE EXTRA PLAYERS 


| _ and you've been in one of our previ-_ 
issue 6. Whew! Congratulations toall - 


ViINCE37@aol.com 





« The Saga Frontier battle system is more 
like FFVH, Harry, but unfortunately the 
similarities end there. 


pe STEVE: Glad you like the maga- 
zine, Harry. On with the questions: 


1. It is more like Final Fantasy VII, but 
modified quite a bit. Too bad the 
quality of the game doesn’t match up 
to FFVIL | was pretty disappointed 
with both the storyline and the over- 
all design of Saga Frontier. 

pe CHRIS: Sorry, Harry, but Sony is 
still being tight-lipped about its next 
console. Considering the success it is 
having with the present PlayStation, 
i doubt we'll be seeing another con- 
sole until at least fate “99. 


the car wars are hearin’ up. 





4 The PlayStation car wars are heating up, Will. You can 
expect Vigilante 8 and Twisted Metal 3 to really duke it out. 


| got some questions for you guys: 


1. You said that Singletrac won't be handling the develop- 
ment of Twisted Metal 3. Will Singletrac have any input in the 
game, or is Sony going to be handling the whole thing? 

2. When is the Resident Evil movie Eoin out, and which of 
the games will it be based on? — 

3. Sometime after the release of FFVI/ you were all talking 
about the Final Fantasy m movie. . Now it's kind of boiled down, 
is itstillinthe making? 

4. Is there a happy ending to amined Core? | just jumped 
from moving platform to moving platform up about 24 sto- 


ties, defeated the strongest raven (Nine Ball) and his little 
friends twice, then blew up the computer that has been 
labeled as my target. And then the end sequence runs, which 
| leaves me. kind of sad. Not pay that, but the gare was Way 
} too short. 


Will Melton 
childs@panther.middlebury.edu 


B> STEVE: Hey, Will. You seem to have some good 
questions, so let's get to them without any delay. 





1. SingleTrac no longer has any ties 4 fith Sony, as it has 


been bought up by GT Interact 














Metal and Jet Moto, but it : oes not owr 






SingléTrac | is  painings 0 geri ase Da game in nthe ‘Twist 
Metal vein, as well. it should be interes 
is better. To add to the competition, Adsion| is coming 
out with its own Twisted Metal killer, called Vigilante 8, 
which is a biast to play. We will just have to wait and see 
which game ends up ontop. 

2. Not many official details have been released about the 
Resident Evil movie. We don't even know who the direc- 
tor is, but rumors say it might be good of George 
Romero. He got interested after directing the $1 million 
Resident Evil 2 commercials that now run on Japanese 
television. However, for some really cool unofficial news, 
be sure to check out this issue's Monitor section to get 
the fil sc0dp G0 the Inova and the saipt behdad & 

3. Square is still hard at work on its CG masterpiece, but 
don't look for more details until later next year. It takes a 
lot of manpower and time to pull off the major cinemat- 
ic event that Square wants, Rees Se ess oe oe 
patient and twiddle our thumbs a bit longer. Knowi 














ae brilliance with CG, we can only guess how 







: Strangely, we did not feel as sa aot ou did. | gues 
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illustration: Jeff Matsuda, CS! 
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In the beginning, Square was a small-time company, 
both in Japan and America. But because of its extreme 
care in its work, and its talent in the field of role-playing 
games, Square developed a good reputation. A repute- 
tion that it deserved. 

Games like Final Fantasy I/&I/ll (U.S. Versions) were 
both in-depth and fun. It used to be that playing a 
square game was like being part of an interactive 
movie, where you have to manage your supplies and 
make tough decisions. 

But now, |'m afraid Square is totally undeserving of 
its reputation. In order to help 
people understand the point 
I'm trying to make, I'll do 
some comparisons. First, 
Final Fantasy Ill. The opening 
to this game is pure genius. 
You get an understanding of 
how things are going, and 
what the Empire’s up to. It 
Keeps you interested. You 
want to know who this mys- 
terious girl is, and why they 
are looking for Espers. But 
not only that, it brings you into 
the game comfortably. It 
gives you a good place to start 
out. What do you get in Final Fantasy VII? Space. 
Empty space. Sure, you're treated to a nice FMV scene 
if you aren't bored by this point, but who cares? All it 
does is bring you to Cloud, the worst Final Fantasy 
character of all time in my opinion (next to Barret), who 
instantly gets into a fight. That's no fun at all. And it 
would have been tolerable if the music was at least 
decent, but it wasn't. 

My other pet peeve with this game is the story. It's 
terrible. It seems as if Square tried its best to make a 
darker game than Final Fantasy fans are used to, and it 
failed terribly. And although a lot of people are in denial 
about the fact that the plot was a bit confusing, it was. 
You know you should do some rewrites if you have to 
take time out every so often to explain what's hap- 
pened. By that | mean the scenes in Kalm, and at the 
hotel in the Golden Saucer. 

The inconsistencies don't stop with FFVI/, either. | 
was quite displeased with Final Fantasy Tactics as well. 
In your magazine, you always have strategy guides for 


Is square 
~ guys still rock. The 







Case in point, Choco 
Dungeon—ugh. What v was is Square thinking? 
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the newer Square games and brag about how many 


secrets there are, but your guides only take up one 
page, and some of the things you list aren't really con- 
sidered “secrets.” The point I'm trying to make Is this: 
Square knows that whatever It makes, people will buy. 
Its fan base grows larger with every game it releases. 
But the quality as a whole has dropped. Maybe Square 
should stop concentrating on huge FMV openings and 
write a better story. Maybe it shouldn't worry so much 
about rendered backgrounds and give Nobuo Uematsu 
time to use his musical genius to the fullest. Maybe 
square should stop concen- 
trating on releasing a ton of 
games, but rather make a 
few games extremely good. 
| understand that every com- 
pany has a down time, but | 
would never expect anything 
less than a perfect product 
trom Square because | know 
it can make one. 


Nick Uson 


perfect, ifiough. Pincode69@aol.com 


bo’s Mysterious 
| want to know your 
thoughts on a problem that Is 
bothering me. Like most RPG fans, | am a huge sup- 
porter of Square and have been since the days of the 
NES. The problem is that | feel that the company | have 
grown to love is now sinking. When Final Fantasy VII 
was first announced, | was elated. Finally, a grand RPG 
done right on the coolest of next-generation consoles. 
| waited and waited until that September release date, 
and finally got the game home and played it for hours. 
And at the end of it all, after three days of constant play- 
ing, | was severely disappointed. Where was the great 
storyline and character designs that | have grown to 
love? They were gone and replaced with a crude, badly 
written and confusing story starring a bunch of charac- 
ters that | could care less about. 

Even with the disappointment in FFVII, | still had 
high hopes for Square. After all, they had a slew of 
titles coming out that | would certainly love. FF Tactics, 
Bushido Blade 2, Xenogears, and Chocobo’s Dungeon 
to name a few. When each one was available at my 
import store, | made sure to pick it up. But most often, 
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| was disappointed. /actics had great graphics, but just 


couldn't keep me addicted. Bushido Blade 2 seemed 
rushed, and Chocobo's Dungeon simply sucked. VVhat 
is wrong with Square? Is it spreading its resources and 
personnel too thin? | would rather Square went back to 
the old days and released only one or two products a 
year. Hell, one a year would be fine If it was as good as 
the games on the NES and Super NES. 

Do you guys feel the same way, or am | just crazy? 
Anyway, | just wanted to get this off of my chest. | 
hope Square Is listening and makes FFVI// more true to 
the classic Final Fantasy games. 


A Square Fan 
rog_fan@hotmail.com 


STEVE: It is true that Square seems to be 
spreading its resources kind of thin. it was neat in 
the beginning because it was nice to see that 
Square was trying its hand at other types of 
games, since all we had seen the company do was 
RPGs. Games such as Bushido Blade and Xeno- 
gears lifted their particular genres to new levels, 
and it seemed that Square could de no wrong. 

Unfortunately, Square has started releasing 
more and more games, and | agree that some of 
them are not up to the same high standards as the 
company’s earlier works. Both Bushido Blade 2 and 
Chocobo’s Mysterious Dungeon seemed rushed 
and weren't very fun, and Soukaigi hasn't gotten 
very positive press since its showing at the Tokyo 
Game Show. Is there a solution to this problem? 
Sure—Square should just tone back on its releases 
and only develop two to three games per year. It 
needs to go back to Its roots and put enough time 
into each game to make it perfect. Innovation is 
great, just make sure that the Square quality that 
we all have grown to love is there as well. 

As tor Final Fantasy Vil, | thought it was a great 
game. It might not have been as good, overall, as 
Final Fantasy {&dil, but | think it was still very fun 
and took good advantage of the PlayStation hard- 
ware. Sure, the game's design had some inherent 
problems, but | really believe that Square will fix 
them in the upcoming FFVIII. 


Illustration: Robert DeJesus 
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] Calls average 3 minutes in length. If you're under {8 years of age, please get your parents’ perm 7 ee 
Brought to you by PSM: 100% PlayStation Magazine. = —  .s 





LETTERS 


Each month, we put together three tough tests of skill—if you're 
good enough to meet the PSM challenge, you can win cool prizes and 
see your name in print! Remember, only one winner will be selected 
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Master the Skills 






Beat the Producer’s Best Time 


fy from each challenge, so get your entry in early. Send in your entries to 
“ PSM Top This!, c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 
94005. Don't forget to include your return 
address! Sorry, but we can’t return any 

pictures or videotapes you send. Enter today! 








Beat Steve's Best Survival Mode Streak = 
This new RPG from Capcom is both long and tough. : We want to see if you have the skills to beat Jeff : If you're anything like we are here at PSM, you've 
Throughout your quest you will come across 17 dif- : Barnhart’s (the game's producer) best lap time. You : been playing Tekken 3 constantly since you got it. 
ferent masters, each of whom have two to five dif- : have to race the New York track in Challenge Mode : While you may have gotten all of the secret charac- 
ferent skills to teach you. To win our little contest, : using one of the Mono Hulls, and take a picture of : ters and even all of the endings, the true test of 
you must be the first person to send us a photo or : your TV screen with your best lap clearly displayed in : Tekken mastery is how long you can last in the sur- 
videotape showing each master with a star by its : the Results. Jeff's best out lap (first lap) time is : vival mode. Steve has managed to topple 25 oppo- 
name, signifying that you have learned every skill : 56.60, and his best flying lap (second lap) is 55.52. : nents in a row, which is quite a feat. If youcan beat 


they have to teach you. Be sure you use more than 
one picture If you use a camera, because you'll have 
to scroll down to see all of the masters. 


Hee tee ty 
: rahe 


The fastest lap time over his best time will win. You 
can’t use any speed cheats—we'll be able to tell if 
you have, so don't even try It! 


Oh no—we’re almost at the end of the issue! an these things go 


this total, send us a photo or videotape of your score. 
The top player will be our winner (not to mention 
being able to brag about whipping Steve's butt!). 


by fast... Anyways, before we go, here are a few parting shots: 


Te yo Te geen ney Suh te 
a aca and Steve on the case © 


in Fox Mulder’s office. And 
what do they find in Mulder's 
~*~ desk drawer but...PSM?! 


ea 
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m= Joe Jamieson 

wookie@vmicro.com 

30445 Spica Ct. 

Temecula, California 92592 

Trade Type: Sell, Trade, Want 

Item: Games, Accessories 

Description: |'m looking for any of the Resident 
Evil games (1&2. Director's Cut), or a Japanese 
force feedback controller. | will either pay in U.S. 
funds or trade Nightmare Creatures, Black Dawn, 
and Slamscape. That's a three-for-one deal!!! 


= Donald Sterling 

ads6716@usl.edu 

Lafayette, Louisiana 

Trade Type: Want Item: Games, Accessory 
Description: Is anyone willing to part with Jobal 
2, Speed Power Gunbike, or Z Gundam for 40 to 
60 bucks? Or a dual shock controller for $30? 


bm - Eric Firnhaber 

Viper0991 @aol.com 

1501 Laurel Hill Rd. 

Vienna, Virginia 22182 

Trade Type: Want, Trade Item: Games 
Description: | am looking for Resident Evil: 
Director's Cut. | am willing to trade 2Xtreme, an 
Ascii Specialized Controller, or any of the 
PlayStation Underground CDs (| have them all!). 
Or | am willing to buy it for $25 to $30. E-mail me 
with the details. 


Be Ryan Marketti 

Astrocc@aol.com 

415 Garfield St. 

Coal City, Illinois 60416 

Trade Type: Sell Item: Console System 
Description: | am willing to sell my Yaroze for an 
affordable price or best offer! 


= Colin Moriarty 

NYORKA@TTLC.net 

New Hampshire 

Trade Type: VWant, Trade, Sell Item: Games 
Description: Selling and trading RPGs. E-mail me 
for list of prices and list of games. Looking for 
Suikoden and Vandal Hearts. E-mail me with your 
asking price. Also will trade for these two games. 


b- Andy Cho 

K4Kemp@aol.com 

9010 N. Keeler 

Skokie, Illinois 60076 

Trade Type: Want Item: Games 

Description: |'m looking for all the N-A-M-C-O 
collections!!! 


m- Jason Cherry 
UKidu@aol.com 

Trade Type: Sell Item: Games 
Description: Looking to sell three Sega Genesis 
games—NHL ‘95, 96, and ‘97. Looking to offer 
about $50 for all three. Or make best offer! E-mail 
me if interested. 


B= Jon 

chupacabra_sin@hotmail.com 

332 Bella Vista Dr. 

Darien, Wisconsin 53114-1508 

Trade Type: Trade Item: Games 

Description: Games to get rid of—Discworld, 
Star Wars: Dark Forces, Megaman 8, Wing 
Commander 3, Madden ‘97, NBA Shootout '97. 
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> hears Adam Leavelle 
wearefedup¢ ) et 

1863 Bethany Rd. yids 
Womelsdorf, Pennsylvania 19567 
Trade Type: Sell 

Item: Console System, Games 
Description: | am selling a chipped 
PlayStation (WILL play Japanese 


th Jason Gloss 

PhilaFlava@prodigy.net 

Trade Type: Sell Item: Games 

Description: Selling: NBA Live ‘97 ($18.00), 
Madden ‘97 ($18.00), NEW Mortal Kombat Myth- 
ologies: Sub Zero ($25.00), NCAA Gamebreaker 
'98 ($28.00), WWCW vs. the World ($15.00). 


bh Tim Chun 

TChun@Juno.com 

Trade Type: Trade, Sell Item: Games 
Description: Jekken 2, Tobal No.1 (import), 
WarHawk, Sim City 2000, TigerShark, CyberSled. 
E-mail for more games and deals! 


le Jonathan B. 

Height@hotmail.com 

Trade Type: Sale Item: Games 

Description: | have the following games for sale, 
all are from $20 to $35: Worms, King’s Field 2, 
Twisted Metal 2, and Street Fighter Collection. 


i Jermaine Henson 

jaimeh@ix.netcom.com 

240 Dolores Apt. #108 

san Francisco, California 94103 

Trade Type: Sell, Trade Item: Games 
Description: The following are all imported 
Japanese games for sale: Grand Tour Racing ‘98 
($30), Bushido Blade ($30), OddWorld ($25), 
Fighting Force ($20). Also | will trade for Resident 
Evil D.C., Crash 2, Final Fantasy Tactics (willing to 
trade two or three games for this one), and Time 
Crisis. Prices are negotiable. 


jm Rob Gill 

gillache@aol.com 

Trade Type: Irade, Sell Item: Games 
Description: Looking to trade (or sell) PlayStation 
games. Rebel Assault Il, Final Fantasy Vil, Game- 
Day, NHL Face Off, CD Sampler Vol. |. E-mail me 
offers. | also have Atari 2600 games; e-mail me 
for a list. 


jm Jordan Tidwell 

Rabiddog6@aol.com 

Trade Type: Trade, Buy Item: Games 
Description: I’m willing to trade Jomb Raider 1 
for any Dragon Ball games for the PlayStation, or 
I'll buy one for cheap. 





- Charles Coates 

LordCwc@aol.com 

Trade Type: Want 

Item: Games, Console System 

Description: |'m looking for a copy of Dragon 
Warrior 2 and 4, any of the Final Fantasy games 
on Game Boy, an original Sega Master System 
and games. Thanks! 


é me ti 


games): with: one Zontrollen: a 


» Japanese version of Street Fighter 
LEX, and 17 demo CDs that include 
~ ~playable’ game demos, ‘video 
screen shots, and MUCH more—all 
,_anelosed in a soft EA carrying ‘case, 
250.00! No trades. E-mail 

‘intereste 






im Sean 

Gunsalot@Aol.com 

Pennsylvania 

Trade Type: Irade, Want Item: Games 
Description: | Have Defcon 5, FFVII, Nascar ‘98, 
Anaretti Racing, Formula 1 CE, Bushido Blade, 
Nuclear Strike, Jampack Vol. 2, two sample disks. 
| want Resident Evil 2, FF Tactics, Grand Theft 
Auto, and Gran Turismo. 


i Tom Shelby 

90 West Main Street 

LeRoy, New York 14482 

Trade Type: VVant Item: Games 

Description: |'m looking for a used Jobal 2 for 
$25 to $35. Contact me if you like my offer... 


i> Matt 

StingRDDT @aol.com 

2820 Green St. 

Racine , Wisconsin 53402 

Trade Type: Want Item: Games, Accessory 
Description: | am looking to buy /wisted Metal 
2, Cool Boarders 1-2, Alundra, Castlevania 
SOTN, or REZ. | also want a memory card in 
good condition. 


favo Chris George 

Mystik5050@aol.com 

Upper Dublin, Pennsylvania 

Trade Type: Sell, Trade, Buy Item: Games 
Description: | am selling Street Fighter EX + 
Alpha ($20) and C. Bandicoot 2 ($20). Both games 
are in mint condition. | want to buy the Street 
Fighter Collection for $20—only if it's in mint or 
near-mint condition. | will trade for the Street 
Fighter Collection. E-mail me if interested! 


je Jordan Graw 

stEnOcliVe@aol.com 

10406 Loves Landing Cove 

Collierville, Tennessee 3801 / 

Trade Type: Sell, Trade Item: Games 
Description: VWanting to get rid of several games, 
both PC and PS. E-mail or write me to get a list of 
the games. Trade or sell, whichever works best. 


fe William Conwell 

7805272@ican.net 

57 Maplewood Ave. 

Honeoye Falls, New York 14472 

Trade Type: Trade Item: Games 

Description: | have multiple games to trade: 
Suikoden, Tobal 1, Street Fighter Alpha, Space 
Hulk: Vengeance of the Blood Angles, and Ogre 
Battle: March of the Black Queen. Prices are not 
set. | will trade for Wild Arms and Beyond the 
Beyond. New York state only. 











bm Neil 

mmortal1 @juno.com 

Trade Type: VVant 

Item: Console System, Games, Controllers 
Description: | am looking for a Japanese 
PlayStation, a controller, and some U.S. Play- 
station games. 


b- Luc Roberts 

tikr@aol.com 

1736 S. Washington St. 

Denver, Colorado 80210 

Trade Type: VVant, Trade 

Item: Games, Accessories 

Description: I'm willing to trade or best offer for 
Nagano Winter Games ‘98, memory card, or 
Tomb Raider II. \'\l trade 2Extreme or NHL Faceoff 
‘97, or I'll buy them for $15 each. 


bm Todd Banner 

toddtr@aol.com 

Trade Type: Sell, Trade Item: Games 

| have the following for sale/trade: Tomb Raider 
(with instruction book), Gameday ‘97, NHL 
Faceoff. | am looking for the following games: 
Crash Bandicoot 2, Alunadra, Final Fantasy Tactics, 
Parappa the Rapper, Twisted Metal 2, or Tekken 
2. Please e-mail me if you are interested in selling 
or trading. Thanks. 


bh Peter LeClair 

photoeme@concentric.net 

816 Portland Street 

Rochester, New Hampshire 03868 

Trade Type: Sell Item: Games 

| have Pro Pinball, Shoot Out 97, Bubsy 3-D, 
Destruction Derby, and Motor Toon Grand Prix. | 
will sell them for $19.95 each or $80.00 for all of 
them. Thanks. 


l- Matthew Eckstat 
Shot26@aol.com 
6347 N.E. 46th St. 


Altoona, lowa 50009 

Trade Type: Buy Item: Games 

Description: |'m looking for shooters, mainly 
Time Crisis, Maximum Force, or Area 57. | just 
want shooters! 
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~ Plus, we've got a handful of super-cool MK4 surprises for you! 
And as hard as It is for us to keep our mouths shut, you ‘re just 
f gonna have to pick up next issue to find out what we're talking 
’ about. But believe us, Its gonna be awesome! 


— Blowout 


As we edge ever closer to the E3 videogame show, we'll be 
taking special, in-depth looks at the biggest games on the 
block. That means more Metal Gear Solid, Spyro the . 
Dragon, Crash 3, and everything else your Playstation-lovin’ 4 
heart desires. We'll have the newest screens and the latest ~“@ 
info, so don't even think about missing out! 
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This game completely rocks, and we've got big plans for it next issue. 
> > We're talking about stage maps that show where all of the goodies are 
_@ stashed, plus advanced strategies, secret tricks and more. If you're a 
Twisted Metal fan, you can't afford to miss this game, or our strategy! 








The LATEST PlayStation headlines __ | The most HONEST reviews 
__ | The NEWEST PlayStation codes Ye EXCLUSIVE interviews 
-- The MOST PlayStation games _ )=> The most IN-DEPTH strategies 





_ UNBEATABLE Japanese coverage ~»> And a damn good LETTERS section! 





LUS, we've gut the latest dirt on all thase 
AES en) po you abe 





















_ MetalGearSolid == ~~ Legacy of Kain: Soul Reaver 
b> Crash3 : _ Capcom Generation — pag ee pie 
— Spyro the D AGAIN IN JUS 
pyro the ragon ee NEL Blitz 30 SORT 






- Madden ‘99 And that ain't all! 


DAYS! 
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Newman/Haas Racing. 


bd , : | ee = | F 
et We’ve got racing in our blood. 


a winning indy car tradition 
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